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CREATURE'S FEATS 


This is a list of FEATS that aren't available for the Knight, even if they can be obtained in other ways. 
All Creatures are considered MEDIUM-SIZED unless they have a relative FEAT who say otherwise. 


CHARACTERISTICS AT 0: 

Usually a Creature with one or more Characteristics with a value of 0 is Immune to effects or attacks related to such stats, but if 
forced to use it, it will automatically Fail the roll or simply add a +0 (IE: +0 to Attack Rolls). 

A Creature with a MIND value of 0 is IMMUNE to any type of Mind Damage, MIND EFFECTS, and SPELLS with the [MIND] Descriptor. 

A Creature with a WILL value of 0 is IMMUNE to FEAR, TERROR and any EFFECTS or SPELLS that require a WILL Check. 


INCREASING THE ROLL MODIFIER: 

Some Creatures are able to increase their Roll Modifiers in certain situations, such as when resisting a SPELL. 

When the situation occurs, the Creature increases the Modifier it uses by 1 (or more) which does not count towards the limit of 
bonuses the Creature can apply to a dice Roll. 


Example: 

The Creature is able to increase the modifier of a Dice Roll when trying to resist a SPELL 
The SPELL requires rolling a d6 + MIND, and the creature has a MIND value of 3. 

In this case, the Creature is considered to have a MIND value of 4. 


If the SPELL requires a Characteristic Check, the creature increases the relative Characteristic by 1 (max 5). 


Example: 
The SPELL requires performing an AGILITY Check, and the Creature has an AGILITY value of 2. 
In this case, the Creature is considered to have an AGILITY value of 3. 


NUMBER OF ATTACKS AND EQUIPMENT: 


Certain Creatures or NpCs have different types of attacks or are capable of attacking more than once, which are described in their 
sheet. When a Creature has multiple options, it can only choose one way to attack it's opponents. 


Example: 
A Creature has both the BITE and CLAWS attack in it's profile, but can only choose to use one or the another. 


If one of such attacks allows performing multiple attacks, they can be performed as long as the creature has enough actions. 


Example: 
The Creature decides to use his CLAWS attacks. Since the Creature didn't move it can perform 2 Attacks by spending 2 Actions. 


In other occasions, a Creature can have multiple equipment while in other occasions the type of Creature can be equipped with 
one weapon or another. 


Example: 
An NPC is armed with a SHORTSWORD and a BOW. In this case the Creature can decide to use one or the other, depending on the situation. 


If the EQUIPMENT section says that some Creatures have only one kind of equipment, the sheet still shows all the equipment available 
for a quick reference. 


Example: 
An NP sheet shows the stats for a LONG SWORD, a MACE, and a HALBERD, but the EQUIPMENT section specifies that such NpCs are equipped with a LONG SWORD, 
a MACE, or a HALBERD. In this case, the NpC is considered to be equipped with the specified weapon. 


FEAT LIST: 


AGILE OPPORTUNIST: 

The Creature can perform an Attack without spending any Action, Once per Combat Round, if another Creature moves into a 
Square that is within one of his WEAPON'S REACH that must be 2 or higher. 

This FEAT only has effect during the relative Creature's Turn. 

This FEAT only has effect if the Creature can see the other Creature’s movement and if it's in front of it. 


AMBUSHER: 
A Creature with this FEAT obtains a +1 to hit for the first Combat Round as long as it begins Combat as Hidden. 


AMPHIBIAN: 


The Creature can stay underwater without Drowning for a number of Minutes equal to double its HEALTH value. 


BEAM ATTACK (X): 

The Creature is able to spend 2 Actions to perform a BEAMATTACK that deals the indicated damage type. 

The BEAMATTACK counts as a Ranged Attack of the same size as the Creature. 

The BEAM ATTACK will hit the first creature within it's REACH. 

A BEAMATTACK ignores any Concealment. 

A SMALL Creature's BEAM ATTACK has a REACH of 3. 

A MEDIUM-SIZED Creature's BEAM ATTACK has a REACH of 5. 

A LARGE Creature's BEAM ATTACK K has a REACH of 6. 

A HUGE Creature's BEAMATTACK has a REACH of 7. 

A DRAGON-SIZE Creature's BEAMATTACK has a REACH of 8. 

A BEAMATTACK always deals 1 Damage, but the creature can perform an OVERCHARGED BEAM that deals +1 Damage or +2 if HUGE or DRAGON- 
SIZE. Performing an OVERCHARGED BEAM will prevent the creature from using any BEAMATTACK for 1d3+1 Combat Rounds. 

A BEAMATTACK deals +1 Damage against CONSTRUCTS, OBJECTS and STRUCTURES but also against SPELLS with the [Barrier] descriptor. 
A BEAMATTACK uses the Creature's WILL value, instead of ATTACK. 


BLIND SIGHT CX): 
The Creature possess a different way to detect Creatures, without using sight. The Creature can detect another creature within 8 
Squares if the required conditions are met. This FEAT allows to ignore Concealment and FEATS and SPELLS based on sight. 


Arcane: The Creature can detect other Creatures which have a number of Magic Points equal or higher than 1. 

Blood: The Creature can detect other Creatures which have suffered Damage to their HEALTH value, but can’t detect 
Creatures which do not bleed, such as ELEMENTALS, PLANTS, SLIMES or UNDEADS. If a Creature is actually Bleeding, then the 
range of this FEAT is doubled. 

Heat: The Creature can detect sources of heat emitted by other creatures. A HUGE or larger source of heat can be detected 
to double the distance but also large and sudden burst of heat can temporarily blind the creature for 1d3 Rounds. 
Movement: The Creature can detect other Creatures which have moved within 1 Combat Round. If a Creature is running, 
the range of this FEAT is doubled. 


BREATH ATTACK: 

The Creature is able to spend 2 Actions to perform a BREATH ATTACK that deals the indicated damage type. 

A BREATH ATTACK can only used once every 1d3+2 Rounds. 

The BREATHATTACK counts as a Ranged Attack of the same size as the Creature. 

The BREATH ATTACK will hit all the Creatures within its range, unless the Creature struck by it its one size larger than the one 
performing the BREATH ATTACK. A BREATH ATTACK is also blocked by obstacles unless its able to destroy it, but doing so reduces its total 
damage by 1 for each obstacle destroyed. Obstacles of two sizes lesser than the Creature will be automatically destroyed (where 
possible) ignoring the reduction of Damage. Notice that usually wooden items are easy to destroy while those made of metal or 
stone are harder to break. 

A BREATH ATTACK ignores any Concealment and reduces the Cover Save by 1 if the Creature size is bigger than the obstacle. 

A SMALL Creature's BREATH ATTACK has a REACH of 2 and deals 1 Damage. 

A MEDIUM-SIZE Creature's BREATH ATTACK has a REACH of 3 and deals 2 Damage. 

A LARGE Creature's BREATH ATTACK has a REACH of 4 and deals 3 Damage. 

A HUGE Creature's BREATH ATTACK has a REACH of 6 and is 2 Squares wide. Deals 4 Damage. 

A DRAGON-SIZE Creature's BREATH ATTACK has a REACH of 8 and is 2 Squares wide. Deals 4 Damage. 


BREATH UNDERWATER: 


The Creature can breath underwater and is IMMUNE to Drowning unless it becomes Paralyzed. 


CONSTRUCT: 

The Creature is considered a CONSTRUCT. 

CONSTRUCTS are IMMUNE to Poison Effects and Poison Damage. 

CONSTRUCTS are IMMUNE to Necrotic Damage and Psionic Damage. 

CONSTRUCTS are IMMUNE to FEAR and TERROR. 

CONSTRUCTS have no HEALTH value, instead having an ARMOR POINT value. 

A CONSTRUCT can not be Healed, but can be Repaired instead. 

A CONSTRUCT who drops to 0 Armor Points simply deactivates. 

A Deactivated CONSTRUCT will be reactivated only with a 4+ roll on a dé if it's completely repaired. 


DARKVISION: 

The Creature is able to see through Darkness, ignoring any Concealment granted by it while attacking enemies. 

The Creature must be inside the same source of Darkness to be able to see through it. DARKVISION doesn’t show colors but mostly a 
degree of gray. A MEDIUM-SIZED Creature has a Darkvision range of 10 Squares, while a Small of 8. 


DAYLIGHT BLINDNESS: 

The Creature's eyes are particularly sensitive to the daylight which tends to almost blind them. 

A Creature which is considered to be under direct Daylight must Roll two dice when trying to Attack and Dodge, and use only 
the one with the lowest result. It also suffers a -2 to any SPOT and SEARCH CHECK it must perform. 


DRAGON: 
The Creature is considered a DRAGON. 
DRAGONS can be IMMUNE to a certain type of Damage, usually the one they can use as BREATH ATTACK. 


DRAGON-SIZE: 

The Creature is even bigger than a HUGE Creature, and is considered DRAGON-SIZE. 

A DRAGON-SIZE creature usually occupies 4x2 Squares, 4x4 Squares, or more. 

If a Creature becomes DRAGON-SIZE by interacting with a SPELL/ITEM, it increases its HEALTH by 4. 

Attacks from DRAGON-SIZE Creatures are always considered of the same size. 

A DRAGON-SIZE Creature is considered to have a REACH of 3 with its Melee Attacks. 

Base Movement of DRAGON-SIZE Creatures is 7. 

A DRAGON-SIZE Creature obtains a +3 when trying to perform Hand to Hand manoeuvres against smaller Creatures. 


ELDRITCH: 

ELDRITCH Creatures are IMMUNE to Psionic Damage. 

ELDRITCH Creatures are RESISTANT (1) against Holy and Unholy Damage 
ELDRITCH Creatures are IMMUNE to MIND SPELLS. 

ELDRITCH Creatures are IMMUNE to FEAR and TERROR. 


ELEMENTAL: 

The Creature is considered an ELEMENTAL. 

ELEMENTALS are always IMMUNE to Damages based on their Type unless their description says otherwise. 
ELEMENTALS are IMMUNE to Poison Effects or Poison Damage from Gas/Breath Attacks. 

ELEMENTALS are IMMUNE to Necrotic Damage unless their description says otherwise. 

ELEMENTALS can only be healed by SPELLS or POTIONS. 

ELEMENTAL Creatures are IMMUNE to FEAR and TERROR. 


ETHEREAL: 

The Creature is considered ETHEREAL. 

An ETHEREAL Creature is IMMUNE to any Physical Damage, but can inflict such damage to others. 

An ETHEREAL Creature is able to LEVITATE. 

An ETHEREAL Creature is able to move through other Creatures of any size (but must end the movement outside a space occupied 
by one), and is not influenced by the terrain. 

An ETHEREAL Creature can only be Healed with Magic or with ECTOPLASM EXTRACTS. 


FEAR: 

The Creature causes FEAR as described at Page 14 of the Core Rulebook. 
SMALL Creatures will cause FEAR to every opponent within 3 Squares 
MEDIUM-SIZED Creatures will cause FEAR to every opponent within 4 Squares 
LARGE Creatures will cause FEAR to every opponent within 5 Squares 

HUGE Creatures will cause FEAR to every opponent within 6 Squares 
DRAGON-SIZE Creatures will cause FEAR to every opponent within 8 Squares 


FEY: 

The Creature is considered a FEY. 

AFEY always increases its Characteristics by 1 when trying to resist a SPELL (Max 5). 
A FEY Creature obtains 1 Rank at SURVIVAL (FEY WORLD) 


FLY: 

The Creature is able to FLY. 

A Creature can spend 2 Actions for FLYING up to the relative value. 

While FLYING, the Creature can move in any direction as long as there are no obstacles, but is forced to move on a straight line, 
while it's able to change direction at the beginning of its successive Turn. 

If the Creature does not land at the end of its turn, it is still considered FLYING, but if in the successive Combat Round it does not 
Land or continue to FLY, it will immediately Fall. 

A FLYING Creature can also HOVER, remaining stationary for up to half its FLYING Value. 

A SMALL Creature has a FLY value of 8 Squares. 

A MEDIUM-SIZED Creature has a FLY value of 10 Squares. 

A LARGE Creature has a FLY value of 14 Squares. 

A HUGE Creature has a FLY value of 16 Squares. 

A DRAGON-SIZE Creature has a FLY value of 18 Squares. 

The DRAGON QUEEN has a FLY value of 24 Squares. 


HARPY: 

The Creature is considered a HARPY. 

HARPIES are unable to use WEAPONS, but they automatically obtain UNARMED COMBAT since they use their Talons to fight. 

HARPIES can only acquire the WEAPON FOCUS (TALONS) FEAT and use COMBAT CLAWS to apply to their talons. 

A COMBAT CLAW has the same cost as a LONGSWORD and counts as a ONE-HANDED WEAPON, even if it follows the same rules of a CAESTUS. 


HORDE MASTER (X): 

The Creature can CONTROL the indicated number of ZOMBIES, which will be also considered COMPANIONS. 

The number of controlled ZOMBIES is calculated by their total HEALTH with some exceptions: 

ZOMBIES with more than 1 HEALTH will counted by halving their HEALTH value (rounded up), while LARGE or bigger ZOMBIES will be counted at 
full HEALTH. Its not possible to control ZOMBIES which are 2 sizes bigger than the HORDE MASTER. 

ZOMBIES controlled by this FEAT do not count towards the limit of Creatures maintained by NECROMANCY SPELLS. 

Notice that is the original health value to be calculated, not the current one, so injured ZOMBIES don’t cost less points. 


HUGE: 

The Creature is considered HUGE. 

A HUGE creature usually occupies 3 Squares or 3x3 Squares. 

If a Creature becomes HUGE by interacting with a SPELL/ITEM, it increases its HEALTH by 2. 

Attacks from HUGE Creatures are always considered of the same size. 

AHUGE Creature is considered to have a REACH of 2 with its Melee Attacks. 

Base Movement of HUGE Creatures is 6. 

AHUGE Creature obtains a +2 when trying to perform Hand to Hand manoeuvres against smaller Creatures. 


IMPRESSIVE MAW: 
The Creature increases the chance to obtain a CRITICALHIT (as long as it has the FEAT), when using his Bite Attack by 1. 


IMPROVED GRAB: 


The Creature obtains a +1 when trying to Grab and Hold another Creature of the same SIZE or smaller. 


The Creature is considered an INSECT. 
INSECTS are Resistant (1) against Psionic Damage 
INSECTS obtain a +1 against FEAR and TERROR if they possess a MIND value higher than 0. 


IRON PLATE: 

The Creature is able to Block instead of Dodge the first Attack it suffers, with a +3 modifier. 

If the Creature already has a SHIELD, it will use the higher modifier to Block. 

If the SHIELD used by the Creature grants the same modifier, it's increased by 1 instead, but only against the first Attack per Round. 


LARGE: 

The Creature is considered LARGE. 

A LARGE Creature usually occupies 2 Squares or 2x2 Squares. 

A LARGE Creature starts with 4 HEALTH during Character Creation. 

Unarmed Attacks or Natural Weapons from LARGE Creatures are always considered of the same size. 

ALARGE Creature obtains a +2 when trying to perform Hand to Hand manoeuvres or similar interactions where size matters, 
against smaller Creatures. 

LARGE Creatures occupy twice the space a MEDIUM-SIZED creature would, inside a TENT. 

Base Movement of LARGE Creatures is 5 


LEVITATE: 

The Creature can LEVITATE instead of moving normally. 

The Creature can decide to stop LEVITATING at any time, with the relative consequences. 

The Creature that is LEVITATING is Immune to all physical effects based on Movement and can walk horizontally within 1 Square on 
any surface. 

Levitating movement is always 4. 

The Creature will automatically avoid activating NON-MAGICAL TRAPS (SUMMONING TRAPS are considered MAGICAL). 

The Creature is also IMMUNE to Falling Damage and will not Fall while LEVITATING. 


MULTI-ATTACKS: 
The creature can perform 2 Attacks by spending 1 Action as long as it has not Moved. 


NECROTIC BREATH: 
If the creature uses a BREATHATTACK, the Damage dealt is changed to Necrotic. 
The NECROTIC BREATH ATTACK ignores any Cover and Concealment, but it's REACH is reduced by 1. 


PLANT: 

The Creature is considered a PLANT. 

A PLANT is IMMUNE to SPELLS with the [MIND] Descriptor. 

A PLANT'S MIND can only be increased to 1. 

A PLANT can only be Healed with SPELLS or with MEDICAL HERBS. 

PLANTS are IMMUNE to FEAR and TERROR, but will try to avoid Fire and large Fire Sources. 


RESISTANCE TO DAMAGE (X): 
The Creature is resistant to a certain type of Damage, usually specified in the feat description. Every time it should suffer damage 
from such source, the total damage is reduced by the indicated value, to a minimum of 0. 


Example: 
A Creature is struck by an attack which deals 4 Fire Damage, but since it also has RESISTANCE TOFIRE (1), the damage is reduced to 3 


SCENT: 
The Creature uses a modifier of +3 when trying to Spot Hidden Creatures, unless its SPOT modifier is higher. It also obtains a +1 
to any TRACKING Check as long as not more than 2 hours have passed since the trail was generated. 


SCORPION TAIL: 

The Creature can perform an Attack with its SCORPION TAIL instead of its normal Attacks. 

If the Attack made with a SCORPION TAIL obtains a result of 6 on a d6, the Damage is changed into Necrotic. 
Has no effect on CONSTRUCTS and UNDEADS. 

SMALL and MEDIUM-SIZED Creatures deal 1 Piercing Damage with their SCORPION TAIL 

LARGE Creatures deal 2 Piercing Damage with their SCORPION TAIL 

HUGE Creatures deal 3 Piercing Damage with their SCORPION TAIL 


SEMI-ETHEREAL: 

A SEMI-ETHEREAL Creature can ignore any Physical Damage with a result of a 5+ on a d6 Roll. 

The Creature can also try to move through other Creatures of any size with a result of 4+ on a d6, but must end the movement 
outside the space occupied by them. 


SLIME: 

The Creature is considered a SLIME. 

Unarmed attacks from a SLIME can deal Acid or Bludgeoning Damage. 

A SLIME is WEAK (1) against Frost and Necrotic Damage. 

A SLIME is IMMUNE to Acid Damage. 

A SLIME is not able to increase its MIND above 1. 

A SLIME is unable to obtain any benefit from wearing any CLOTHING, ARMOR, and SHIELDS or by WEAPONS. 
TOUGH SKIN increases the SLIME'S HEALTH instead and can be acquired up to three times. 

A SLIME is able to move through other Creatures of the same size or bigger. 

A SLIME can not be Healed with BANDAGES but can be healed by HEALING HERBS and ECTOPLASM EXTRACTS. 
SLIME Creatures with a MIND value of 1 consider TERROR effects as FEAR effects. 

A SLIME always reduces the Movement value based on its size by 1 and is unable to acquire the QUICK FEAT. 


SMALL: 

The Creature is considered SMALL. 

A SMALL Creature starts with 2 HEALTH during Character Creation. 

All the WEAPONS the creature uses are considered SMALL, except for TWO HANDED WEAPONS which are considered as ONE HANDED. 


ASMALL Creature suffers a -1 when trying to perform Hand to Hand manoeuvres or similar interactions where size matters, against 
larger Creatures. 

SMALL Creatures occupy half the space a MEDIUM-SIZED creature would, inside a TENT. 

Base Movement of SMALL Creatures is 4. 


SNAKE COILS: 


For every successful Combat Round that the Creature manages to Hold its victim with its serpentine body, it will deal 1 Crushing Damage to it. 
Medium and smaller Creatures deal Bludgeoning damage instead. 


SPIDER MOVEMENT: 
The Creature is able to Move on any solid surface in any direction except for ICE and GLASS. 
The Creature can still try to move on a horizontal surface of ICE or GLASS. 


STEEL PLATE: 

The Creature is able to Block instead of Dodge the first two Attacks against it, with a +3 modifier. 

If the Creature already has a SHIELD, it will use the higher modifier to Block. 

If the SHIELD used by the Creature grants the same modifier, it's increased by 1 instead, but only against the first Attack per Round. 


SWIM SPEED (X): 
The Creature can SWIM for the indicated number of Squares, per Round, without any Swim Check. 


TAIL SLAM: 
This Attack follows the same rules of the SPIN ATTACK FEAT, but the Creatures struck by a TAILSLAM can be Knocked Down. 


The Creature has one or more tentacles, which are considered Natural Weapons of the same Creature's Size. 
TENTACLES of a SMALL Creature have a REACH of 1. 

TENTACLES of a MEDIUM-SIZED Creature have a REACH of 2. 

TENTACLES of a LARGE Creature have a REACH of 3. 

TENTACLES of a HUGE Creature have a REACH of 6. 

TENTACLES of a DRAGON-SIZE Creature have a REACH of 8. 


TERROR: 

The Creature causes TERROR as described at Page 14 of the Core Rulebook. 
SMALL Creatures will cause TERROR to every opponent within 4 Squares 
MEDIUM-SIZED Creatures will cause TERROR to every opponent within 5 Squares 
LARGE Creatures will cause TERROR to every opponent within 6 Squares 

HUGE Creatures will cause TERROR to every opponent within 7 Squares 
DRAGON-SIZE Creatures will cause TERROR to every opponent within 10 Squares 


THORNS: 

The Creature is covered with thorns and every time another Creature successfully Grabs and/or Holds it, it will suffer 1 Piercing 
Damage. Unarmed Attacks also have a chance of being stung by the Thorns, and every successful attack will deal 1 Piercing 
Damage to the attacker with a result of 4+ on a d6. 


TOUGH SKIN CX): 


This FEAT grants the relative number of Armor Points instead of only 1, to represent a hardened hide, scales, and so on. 


UNDEAD: 

The Creature is considered an UNDEAD. 

UNDEADS are IMMUNE to Poison Damage and Poison Effects. 

UNDEADS are IMMUNE to Necrotic Damage 

UNDEADS are WEAK (1) to Radiant Damage 

UNDEADS can only be Healed by NECROMANTIC SPELLS or with ECTOPLASM EXTRACTS. 
UNDEADS are IMMUNE to FEAR and TERROR. 


VAMPIRIC BITE: 

A VAMPIRE who successfully Holds an Opponent of the same Size or smaller can try to BITE the Opponent with a result of 4+ on a d6 
Roll, dealing 1 Piercing Damage. 

Once every 1d3 Rounds, a VAMPIRE who successfully hits a living creature with the VAMPIRIC BITE can recover 1 HEALTH lost. 

The VAMPIRIC BITE has no effect on CONSTRUCTS, ELEMENTALS, ETHEREAL Creatures and UNDEADS and will not heal him. 

Biting a PLANT or SLIME will deal 1 Direct Acid Damage to the VAMPIRE. 


VAMPIRISM: 

The Creature is considered a VAMPIRE or a VAMPIRIC CREATURE. 

A VAMPIRE can't stand directly under the SUNLIGHT, which will deal 1 Direct Damage per Round. 
If a VAMPIRE'S HEALTH is reduced at -1 by SUNLIGHT, it will be automatically Destroyed. 

A VAMPIRE can only be healed by NECROMANTIC MAGIC or using VIALS OF BLOOD. 

A VAMPIRE obtains the VAMPIRIC BITE FEAT for free. 


VENOMOUS BITE: 

If the Creature successfully Holds an Opponent of the same Size or smaller, it can try to BITE the Opponent with a result of 4+ on 
a d6 Roll, dealing 2 Piercing Damage. 

If the Victim has no ARMOR, the BITE deals 2 Poison Damage instead. 

SKIMPY ARMORS are considered as CLOTHING. 

If the Damage dealt is enough to pass over an ARMOR, the remaining Damage will be converted into Poison Damage. 


Example: 
A Creature bites a Knight who is wearing a LIGHTARMOR, dealing 2 Piercing Damages. 
Since the Knight's ARMOR grants only 1 Armor Point, the second point of damage will become Poison Damage Instead. 


If the Creature is able to use a Bite for attacking, the same rules will apply. 


VENOMOUS BREATH: 
If the creature uses a BREATH ATTACK, the Damage dealt is changed to Poison. 
The VENOMOUS BREATH ATTACK ignores any Cover and Concealment, but it's REACH is reduced by 1. 


VULNERABLE TO DAMAGE (X): 


The Creature is vulnerable to a certain type of Damage, usually specified in the feat description. Every time it should suffer 
damage from such source, the total damage is increased by the indicated value. 


Example: 
A Creature which is VULNERABLE TO FIRE (1), will increase the damage taken by Fire sources by 1 


WEBS: 

A Room or a Floor containing at least one Creature with this FEAT will be covered in WEBS, or at least a part of it. 
Moving on a Square covered with WEBS count as 2 Squares instead. 

Any type of SPIDER and DRIDERS are immune to the Movement reduction. 


WYVERN: 
A WYVERN is a DRAGON-SUBTYPE who is considered a DRAGON for the purpose of FEATS, SPELLS, and ITEMS who have different effects on DRAGONS, 
but obtains no effects or benefits from items who can influence a DRAGON BRINGESS. 


ZOMBIE: 


The Creature is considered a ZOMBIE. A ZOMBIE with a MIND value of 0 can only use the following FEATS and FEATS if attacking with 
Unarmed Attacks or Natural Weapons: COMBAT AWARENESS, CRITICAL HIT, UNARMED COMBAT. 


COMPANIONS are NpCs who can be recruited during the game and will aid the Knight in rescuing a BRINGESS. 

Their Characteristics can still be used for specific NpCs, while losing their COMPANION status. 

COMPANIONS do not learn any new FEATS or FEATS. 

Each COMPANION must be paid before he will accept to help you, unless you save him from a PRISON. 

When playing with a GM, he can decide where a certain COMPANION is available or not, for example PEASANT ADVENTURERS can be found almost 
everywhere, while PALADINS can be found within Temples of their gods and WIZARDS are often found in Schools of Magic or similar structures. 
You can only hire one type of COMPANION at time, except for CULTISTS, MEN-AT-ARMS, and PLEBEIAN ADVENTURERS. 

COMPANIONS can be Males or Females, and when you hire them you can choose or roll a d6: odd is Female, even is Male. 

A FOREST WITCH is always Female. 

SQUIRES are always Males. 


By default, the following COMPANIONS are HUMAN, but is possible to hire a COMPANION of a different Race, if available. 


COST UPKEEP RACIAL AVAILABILITY 
BARD COURTIER 35 Coins Dwarf, Elf, Gnome, Halfling, Human, Kobold 
BLACK GUARD 45 Coins Dwarf, Elf, Human 

CREATURE HUNTER 45 Coins Dwarf, Elf, Human 


CULTIST FOLLOWER 15 Coins Dwarf, Elf, Gnome, Goblin, Halfling, Human, Kobold, Orc 


FIELD HEALER 35 Coins Dwarf, Elf, Gnome, Halfling, Human 


FOREST WITCH 35 Coins Beastfolk, Elf, Gnome, Goblin, Human, Orc 
MAN-AT-ARMS 25 Coins Dwarf, Elf, Human, Orc 
MEADOW ENCHANTER 35 Beastfolk, Elf, Gnome, Halfling, Human, Kobold 


MERCENARY 35 Coins Beastfolk, Dwarf, Elf, Gnome, Goblin, Halfling, Human, Kobold, Orc 


PALADIN 45 Coins Dwarf, Elf, Halfling, Human 
PEASANT ADVENTURER 15 Coins Dwarf, Elf, Gnome, Goblin, Halfling, Human 
PRIEST 35 Coins Dwarf, Elf, Gnome, Halfling, Human 
ROGUE 25 Coins Dwarf, Elf, Gnome, Goblin, Halfling, Human 
SAVAGE FIGHTER 45 Coins Beastfolk, Dwarf, Elf, Goblin, Human, Orc 


SHAMAN 35 Beastfolk, Elf, Goblin, Human, Kobold, Orc 
SQUIRE 35 Coins Elf, Halfling, Human 
STANDARD BEARER 35 Coins Dwarf, Elf, Human, Goblin, Orc 
WIZARD SCHOLAR 35 Coins Dwarf, Elf, Gnome, Goblin, Halfling, Human 


UPGRADING A COMPANION: 

It's possible to upgrade a COMPANION by spending half of his Coins value, increasing one of his Characteristics by 1, up to 5. 
It's possible to upgrade three Characteristics of a COMPANION, but not the same one. 

CULTISTS FOLLOWERS, MEN-AT-ARMS, and PLEBEIAN ADVENTURERS can only be upgraded twice. 

An Upgraded COMPANION increases his UPKEEP by 1 per upgrade. 


Example: 
If the COMPANION had a -3 Upkeep by default, and is being upgraded twice, it will then have a -5 Upkeep Cost. 


It's only possible to give a STEEL WEAPON or ARMOR to a COMPANION, but only of the same item he is using. 


Example: 
If he uses a LONG SWORD he can only have a STEEL LONG SWORD 


COMPANIONS able to Cast Spells can receive an additional Spell they are able to cast instead of increasing their stats. 
Example: If the COMPANION has the MAGIC USER FEAT he can only obtain Basic Spells, while an APPRENTICE SPELLCASTER can also learn APPRENTICE SPELLS. 


BARD COURTIER (Human) 


HEALTH Attack Type 
ATTACK STILETTO PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Handsome 


FEATS: Civilized, Minstrel, Performer, Plebeian 
SKILLS: Bluff +3, Hide +2, Knowledge (Common) +3, Listen +2, Perform (Song) +3 
EQUIPMENT: Clothes, Lute 


MINSTREL: 
The BARD COURTIER can grant a +1 when interacting with CIVILIZED BRINGESS with ballads and songs. 


BLACK GUARD (Human) 


Black Guards are the opposite of a Paladin and champions of evil. 


HEALTH Attack Mod | Crit Type 
ATTACK LONG SWORD +2 - SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS wt. | +2 | | BLOCK/DODGE|  +3/+2 | | ARMOR 2 


ALIGNMENT MORALITY PURE TRAITS Gentleman 


FEATS: Act of Faith, Armor Proficiency (Medium), Black Guard, Civilized, Clerical Inspiration, Defensive Awareness, Lawful, Shield 
Proficiency, Smite (Good) 

SKILLS: Bluff +2, Knowledge (Law) +3, Knowledge (Religion) +3, Intimidate +3, Persuade +2 

EQUIPMENT: Medium Armor, Medium Shield 


BLACK GUARD: 
A BLACK GUARD can't be hired by CORRUPTED or G00D Knights, or if there are already FOREST WITCHES, GOOD PRIESTS or PALADINS in his party. 


REATURE HUNTER (Human) 


HEALTH 


Attack 


Type 


ATTACK 


CROSSBOW 


IMPALING 


BODY 


AGILITY 


LONG SWORD 


SLASHING 


WILL 


MAGIC POINTS 


12 


INIT. | +3 


BLOCK / DODGE 


-1/+3 


ARMOR P. 


1 


ALIGNMENT 


NEUTRAL 


MORALITY 


NEUTRAL 


TRAITS 


Ugly Scar 


FEAT: Agile, Ambidexterity, Armor Proficiency (Light), Athletic, Mark the Prey, Plebeian, Quick Reflexes, Ranged Awareness, Specialized 


Training, Survivalist, Track, Weapon Focus (Crossbow) 


SKILLS: Hide +3, Knowledge (Monsters and Creatures) +3, Listen +3, Search +3, Sneak +3, Tracking +3, Survival (Any) +3 


EQUIPMENT: Bandoleer, Light Armor, Torch 


SPECIALIZED TRAINING: 


When you hire a CREATURE HUNTER, you must select one Type of Creature. The CREATURE HUNTER will obtain the SLAYERFEAT against that Creature Type. 
The CREATURE HUNTER’S SURVIVAL SKILL is Usually based on the Territory where the Creature is focused in hunting lives. 


CULTIST FOLLOWER (Human) 


A member of a strange cult follows the Knight only to serve him without questions. 


HEALTH 


Attack 


Mod _| Crit 


Damage 


Type 


ATTACK 


RITUAL KNIFE 


+1 - 


1 


SLASHING 


BODY 


AGILITY 


WILL 


MAGIC POINTS 


6 


INIT. | +1 


BLOCK / DODGE 


-/+1 


| | ARMOR P. 


1 


ALIGNMENT 


VARIABLE 


MORALITY 


VARIABLE 


TRAITS 


None 


FEATS: Criminal, Cultist, Religious, Tough Skin 
SKILLS: Knowledge (Common) +2, Knowledge (Religion) +2, Listen +2 


EQUIPMENT: Ritual Knife 


CULTIST: 
A CULTIST can only be hired by EVIL and/or CORRUPTED Character and will always have the same ALIGNMENT and MORALITY of the Character it follows. 
If the Character changes its ALIGNMENT and/or MORALITY, the CULTIST will leave (or try to attack him). 


FIELD HEALER (Human) 


A Healer that is used to healing soldiers during war, and also received a basic combat training. 


HEALTH 


Attack 


Mod _ | Crit 


Damage 


Type 


ATTACK 


QUARTERSTAFF 


+1 < 


1 


BLUDGEONING 


BODY 


AGILITY 


WILL 


MAGIC POINTS 


8 


INIT. | +1 


BLOCK / DODGE 


142 | | ARMOR P. 


1 


ALIGNMENT 


NEUTRAL 


MORALITY 


NEUTRAL 


TRAITS 


None 


FEATS: Armor Proficiency (Light), Civilized, First Aid, Plebeian 
SKILLS: Listen 4+, Knowledge (Common) 4+, Knowledge (Healer) 5+, Persuade 4+ 
EQUIPMENT: Bandage (x5), Healer's Bag, Light Armor 
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FOREST WITCH (Human) 


A strange woman which has some knowledge about herbalism and occultism. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK WAND +3 - 1 ARCANE 


BODY 
AGILITY SICKLE SLASHING 


MIND 
WILL 


MAGIC POINTS | 27 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Apprentice Spellcaster (Witchcraft), Plebeian, Scholar, Use Wand, Wand Expertise, Wild, Witch 

SKILLS: Bluff +2, Hide +2, Knowledge (Arcane) +2, Knowledge (Herbalism) +3, Knowledge (Witchcraft) +3, Search +3, Sneak +1 
EQUIPMENT: Dagger, Healing Herbs (x5), Pouch, Spell Book, Witch Robes 

SPELLS: Arcane Bolt, Dancing Quill, Dazzle, Decelerate, Detect the Arcane, Floating Light, Hex 


WITCH: 
A FOREST WITCH can't be hired by a CIVILIZED Knight or if there's already a BLACK GUARD, a PALADIN, or a PRIEST in his party. 


MAN-AT-ARMS (Human) 


A simple soldier who will follow the Knight in his adventures for the right price. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK LONG SWORD +2 - 1 SLASHING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. ) +1 BLOCK / DODGE +2/+1 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Medium), Civilized, Defensive Awareness, Plebeian, Shield Proficiency 
SKILLS: Intimidate +2, Knowledge (Common) +2, Spot +2 
EQUIPMENT: Medium Armor, Small Shield 


MEADOW ENCHANTER (Human) 


Dedicated to Nature Magic, Meadow Enchanters and Enchantress are mostly seen as eccentric by the common folk due to their strange habits. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK APPRENTICE STAFF +1 - 1 BLUDGEONING 
BODY 

AGILITY Variable VARIABLE 


MIND 
WILL 


MAGIC POINTS | 28 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Apprentice Spellcaster (Nature Magic), Arcane Awareness, Herbalist, Mind Focus, Use Arcane Staff, Wild 

SKILLS: Knowledge (Arcane) +2, Knowledge (Common) +2, Knowledge (Herbalism) +3, Knowledge (Nature) +3, Listen +2, Search +2 
EQUIPMENT: Sickle, Spell Book, Traveler's Robes 

SPELLS: Select up to 3 BASIC SPELLS and 2 APPRENTICE SPELL from the NATURE MAGIC list. 
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ERCENARY (Human) 


Mercenaries are often hired by those who want experienced soldiers who have little prejudice on what they do, as long as they get paid. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK HALF-SPEAR +2 - 1 PIERCING 

BODY 
AGILITY LONG SWORD SLASHING 


MIND 
WILL MACE +2 - 1 BLUDGEONING 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE +3/+1 | | ARMOR P. 2 MOVE. 5 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Medium), Civilized, Defensive Awareness, Improved Initiative, Plebeian, Shield Proficiency, Sword and Shield 
SKILLS: Intimidate +2, Knowledge (Common) +2, Spot +2 
EQUIPMENT: Medium Armor, Medium Shield. Mercenaries are equipped with a Long Sword, a Mace or a Half-spear 


PALADIN (Human) 


Paladins are often associated to the gods and the eternal fight between Good and Evil. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK LONG SWORD +2 - 1 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE +3/+2 | | ARMOR P. 2 


ALIGNMENT | GOOD MORALITY PURE TRAITS Gentleman 


FEATS: Act of Faith, Armor Proficiency (Medium), Civilized, Clerical Inspiration, Defensive Awareness, Lawful, Paladin, Shield Proficiency, 
Smite (Evil) 

SKILLS: Intimidate +2, Knowledge (Law) +3, Knowledge (Religion) +3, Listen +3, Persuade +2 

EQUIPMENT: Medium Armor, Medium Shield 


PALADIN: 
A PALADIN can't be hired by CORRUPTED or EVIL Knights, or if there are BLACK GUARDS, CULTISTS, FOREST WITCHES, SHAMANS or EVIL PRIESTS in his party. 


PEASANT ADVENTURER (Human) 


A generic peasant who thought that going on adventures would be better than being a simple farmer or woodcutter. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SPEAR +1 - 1 PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Plebeian 
SKILLS: Knowledge (Common) +2, Listen +1, Spot +1 
EQUIPMENT: Light Armor, Spear, Torch 


PRIEST (Human) 


A religious follower of the gods. 


HEALTH Attack Type 
ATTACK MACE BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | VARIABLE MORALITY | VARIABLE TRAITS None 


FEATS: Act of Faith, Armor Proficiency (Light), Benediction, Civilized, Clerical Inspiration, Healing Hands, Mind Focus, Priest of the Gods 
SKILLS: Knowledge (Common) +2, Knowledge (Religion) +3, Listen +1, Persuade +2, Spot +1 
EQUIPMENT: Holy Symbol, Religious Tome, Robe 


PRIEST OF THE GODS: 
When the PRIEST is hired you can choose his ALIGNMENT and MORALITY, which must be similar to the Knight who hires him. 
A PRIEST can not be hired by Knights with opposite Alignments or if there are FOREST WITCHES, BLACK GUARDS, or CULTISTS in his party and the PRIEST is GOOD. 


SAVAGE FIGHTER (Human) 
Those who are born into the wild are often called Barbarians or Wildlings. Even if they are less civilized and cultured, they compensate with 
strength and ferocity allowing them to defeat many dangerous foes. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK HATCHETS +3/+3 - 1 SLASHING 


BODY 
AGILITY HATCHET SLASHING 


MIND 
WILL 


MAGIC POINTS | 8 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Manly, Rude 


FEATS: Ambidexterity, Combat Awareness, Quick, Quick Reflexes, Rage, Savage, Tough Skin, Wild 
SKILLS: Climb +3, Intimidate +2, Jump +3, Survival (Any) +3 
EQUIPMENT: Clothes, Hatchet (x2) 


HAMAN (Human) 


A mystic follower of the gods of nature. 


HEALTH Attack Type 
ATTACK QUARTERSTAFF BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Act of Faith, Benediction, Clerical Inspiration, Healing Hands, Mind Focus, Priest of the Gods, Savage, Tough Skin, Weapon 
Proficiency (Pole-arms), Wild 

SKILLS: Knowledge (Common) 3+, Knowledge (Religion) 4+, Listen 4+, Persuade 4+, Spot 4+ 

EQUIPMENT: Holy Symbol, Religious Tome, Robe 


FOLLOWER OF THE OLD WAY: 
A SHAMAN can be hired only by SAVAGE and/or WILD Knights and can not be hired if there are BLACK GUARDS or PALADINS in his party. 


SQUIRE (Human) 


The loyal squire who wants to became a Knight one day, but you are not sure that he will survive the training. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SHORT SWORD +1 - 1 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +1 BLOCK / DODGE -/+2 | | ARMOR P. 1 MOVE. 


ALIGNMENT | VARIABLE MORALITY | VARIABLE TRAITS Well Mannered 


FEATS: Armor Proficiency (Light), Blue Blood, Civilized, Shield Proficiency, Squire Service, Sword and Shield 
SKILLS: Knowledge (Common) +2, Knowledge (Nobility) +3, Listen +1, Search +1 
EQUIPMENT: Light Armor, Short Sword 


SQUIRE SERVICE: 

A hired SQUIRE will only follow an actual Knight while other Careers are unable to hire one. The SQUIRE can only be trained by the Knight it serves 
and will only be able to learn Feats that the Knight knows. The SQUIRE can be armed with a LONG SWORD and can wear heavier armors if he posses the 
adequate feat. If the Knight dies, the SQUIRE will take his place, obtaining its Master’s HEADGEAR, Melee Weapon and SHIELD, if possible. The player can 
then decide to keep playing as his former squire, which can then become a new Knight. 

All hired SQUIRES start at their adult age (IE: HUMAN SQUIRES are 18 years old) and have the same Alignment and Morality of the Knight which hired 
them. A SQUIRE is not actually paid but its upkeep is simply used to indicate the cost of food it eats. 


STANDARD BEARER (Human) 


Those who receive the honor to hold the heraldry of Nobles or important Knights are able to inspire the soldiers who fight with them. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK FALCHION +2 - 1 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Defensive Awareness, Standard Bearer 
SKILLS: Knowledge (Common) +3, Knowledge (Military) +2, Persuade +2, Spot +1 
EQUIPMENT: Decorated Banner, Light Armor 


STANDARD BEARER: 
All the COMPANIONS within 4 Squares of the STANDARD BEARER are able to Re-roll a result of 1 when they are trying to Dodge or Block, Once per 
Combat. The STANDARD BEARER can also obtain one of the following FEATS: BLUE BLOOD, CIVILIZED, SAVAGE, or WILD when hired. 


WIZARD SCHOLAR (Human) 


A Wizard Adventurer who often travels among other adventurers and Knights, seeking lost knowledge and magical items. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK APPRENTICE STAFF +1 - 1 BLUDGEONING 
BODY 

AGILITY Variable VARIABLE 


MIND 
WILL 


wacicpots! 28 | | int. | +2) | BLocK/DODGE|  ~/+2 | | ARMOR 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Apprentice Spellcaster (Arcane Magic), Arcane Awareness, Civilized, Mind Focus, Scholar, Use Arcane Staff 

SKILLS: Knowledge (Arcane) +3, Knowledge (Common) +3, Knowledge (Myths and Legends) +3, Knowledge (History) +3, Listen +1, 
Search +2, Spot +1 

EQUIPMENT: Spell Book, Wizard's Robes 

SPELLS: Select up to 3 BASIC SPELLS and 2 APPRENTICE SPELL from the ARCANE MAGIC list. 


a: ENCOUNTERS 


Encounters represent the type of Creatures a Knight will fight during a TOWER Exploration. 
The type of Encounters are based on the TOWER Theme or on the BRINEBESS who is been rescued. 


TOWER AND PRINCESSES THEME: 


The Theme represent what kind of Creatures can be encountered during a TOWER or DUNGEDN Exploration. 
The Theme can be randomly selected or based on the BRINGESS held in the TOWER. 
Use the following Tables to determine which Theme the Knight will encounter, by rolling 3d6. 


THEME 


PRINCESSES TYPE 


EVIL CULT 


Any 


TROPICAL 


Tropical islands and Pirates 


COVE 


Aquatic or Related with Sea and Lakes 


DEEP DWELLERS 


Related to Caves, Earth, mines, Spiders, and the Underdark 


HAUNTED 


Evil and Undeads 


ANCIENT RUINS 


Angels, Constructs, Demons, Eldritch, Elementals, Evil, Mythological, Slimes, Undeads 


HIDEOUT 


Any Blue Blood, Civilized, Criminal, Goblin, Human, Noble, Plebeian 


WIZARDRY 


Any 


NORTHERN 


Northern and Mountains 


OVERGROWTH 


Related to Forests, but also Beastfolk, Fey, Plants, and Wild 


TRIBAL 


Related to barbarians, Savages, Orcs, but also Beastfolk 


SNOW 


Related with Cold and Snow 


JUNGLE 


Jungle and Exotic Creatures 


DESERT 


Desert Related, but also Arcane, Fire, and Insects 


ELDRITCH CULT 


Eldritch, Elementals, Stygians, and Creatures from beyond 


INFERNAL 


Any 


TYPE OF CREATURES 


The following Tables are used to randomly generate the creatures found in a Combat Encounter, even if a GAME MASTER can directly choose what 
he prefers, according to the TOWER'S THEME. 
Unless specifically stated in their Descriptions or Names, the Creatures encountered can be Males or Females without any particular 
restriction, except for those who are actually Gender less (like SLIMES or STYGIAN SPHERES). 
This also apply to the drawings, so if you see that the GNOLLRAVAGER drawing portrays a Female, it does not means that they all are females. 


GROUP OF ENEMIES (COMPETENT) 


1-2 


3-4 


5-6 


ANCIENT RUINS 


5 RATLINGS 


3 SPIDERLINGS 


3 BLACK TROLLS 


COVE 


3 MINIONS 


ASCALLYWAGS 


4KUO-TOA 


DEEP DWELLERS 


3 BUGBEARS 


5 RATLINGS 


3 DUERGAR AMBUSHERS 


DESERT 


3 MINIONS 


3 MUMMIFIED SERVANTS 


3 BEASTFOLK JACKAL) 


ELDRITCH CULT 


4 DREGS 


ACULTISTS 


3 MINIONS 


EVIL CULT 


3 IMP 


3 MINIONS 


4 CULTISTS 


HAUNTED 


3 ZOMBIES 


3 SKELETONS 


3 GHOULS 


HIDEOUT 


3 GOBLINS 


A BANDITS 


5 RATLINGS 


INFERNAL 


3 IMP 


ACULTISTS 


3 HELLHOUNDS 


JUNGLE 


3 BLOOD-EYED WHITE GORILLAS 


3 JUNGLE KOBOLDS 


3 MINIONS 


NORTHERN 


3 BEASTFOLK (GOAT) 


3 PILLAGERS 


3 BEASTFOLK (BOAR) 


OVERGROWTH 


3 BLACK TROLLS 


3 BLIGHT THORNS 


3 RAT EFFIGIES 


SNOW 


3 ICE CRAWLERS 


3 WILDLINGS 


3 BEASTFOLK (GOAT) 


TRIBAL 


3 BUGBEARS 


3 GNOLLS 


3 PILLAGERS 


TROPICAL 


3 SPIDERLINGS 


4 SCALLYWAGS 


3 MINIONS 


WIZARDRY 


2 FIRE-FLIES 


3 TOWER MINIONS 


3 IMP 


GROUP OF ENEMIES (ADVANCED) 


1-2 


3-4 


5-6 


ANCIENT RUINS 


400ZES 


4 SPIDERS 


6 RATLING RUSHERS 


COVE 


4 COMBATANT MINIONS 


4 PIRATES 


4 DEEP ONES 


DEEP DWELLERS 


4 BUGBEAR PLUNDERERS 


6 RATLING RUSHERS 


4 DUERGAR WARRIORS 


DESERT 


4 MUMMIFIED SOLDIERS 


4 SCORPIONOIDS 


4 JACKAL SAND DANCERS 


ELDRITCH CULT 


4 MUTANTS 


4 DEEP ONES 


4 CULTIST SLASHERS 


EVIL CULT 


4 CULTIST SLASHERS 


4 MUTANTS 


4 INFERNAL SOLDIERS 


HAUNTED 


AGHASTS 


4 VAMPIRE SOLDIERS 


4 ANIMATED ARMORS 


HIDEOUT 


4 GOBLINS AMBUSHERS 


4 MARAUDERS 


6 RATLING RUSHERS 


INFERNAL 


4 BLAZING HELLHOUNDS 


A CULTIST SLASHERS 


4 INFERNAL SOLDIERS 


JUNGLE 


4BLOOD-EYE GORILLAS 


4 JUNGLE KOBOLD SKIRMISHERS 


4 SHAMBLING VINES 


NORTHERN 


4 BUGBEAR PLUNDERERS 


4 BOARS IMPALERS 


4 RAIDERS 


OVERGROWTH 


4 SPRIGGANS 


4 SWINE EFFIGIES 


4 THORN DRYADS 


SNOW 


4 MARAUDERS 


AICE STALKERS 


4 GOAT SLASHERS 


TRIBAL 


4 BUGBEAR PLUNDERERS 


4 GNOLL RAVAGERS 


4 MARAUDERS 


TROPICAL 


4 SPIDERS 


4 PIRATES 


4 BLOOD-EYE GORILLAS 


WIZARDRY 


4 ANIMATED ARMORS 


4 COMBATANT MINIONS 


400ZES 


INGLE ENEMY (COMPETENT) 


1-2 


3-4 


5-6 


ANCIENT RUINS 


RATLING THROAT CUTTER 


MINOTAUR PROWLER 


ANCIENT SOLDIER 


COVE 


MINION SLUGGER 


NAGA 


GIANT CRAB 


DEEP DWELLERS 


DUERGAR SLAVER 


MOROK 


DRIDER 


DESERT 


SCORPIONOID 


LAMIA AMBUSHER 


MUMMIFIED SOLDIER 
GAZER 


ELDRITCH CULT 


MINION SLUGGER 


DEEP ONE HUNTER 


STYGIAN SPHERE 


EVIL CULT 


CULTIST COMBATANT 


DEMONIC SOLDIER 


HAUNTED 


ANCIENT SOLDIER 


WIGHT 


GHASTLY COURTESANS 


HIDEOUT 


RATLING THROAT CUTTER 


HIRED THUG 


PIT DOG 


INFERNAL 


INFERNAL JAILER 


MINION SLUGGER 


INFERNAL CHASER 


JUNGLE 


GIANT SNAKE 


SPIDER 


AMAZON SKIRMISHER 
ANCIENT SOLDIER 


NORTHERN 


ORC FIGHTER 


WILDLING 


OVERGROWTH 


SPIDER 


HORNET ROAMER 


SWINE EFFIGY 


SNOW 


MOROK 


MINION SLUGGER 


WILDLING RUNNER 


TRIBAL 


MINION SLUGGER 


MOROK 


ORC FIGHTER 


TROPICAL 


NAGA 


SPIDER 


MOROK 
O0ZE 


WIZARDRY 


MINION SLUGGER 


GOLEM MK | 


SINGLE ENEMY (ADVANCED) 


1-2 


3-4 


5-6 


ANCIENT RUINS 


RATLING WARRIOR 


GOLEM MK II 


MINOTAUR BASHER 


COVE 


NAGA HUNTER 


OCTOMERMAID 


DEEP ONE RAVAGER 
DUERGAR EXECUTIONER 


DEEP DWELLERS 


RATLING WARRIOR 


MOROK BRUTE 


DESERT 


SCORPIONOID CHASER 


LAMIA HUNTRESS 


USHABTI 


ELDRITCH CULT 


OCTOMERMAID 


DEEP ONE RAVAGER 


STAR SPAWN 


EVIL CULT 


MINION WARRIOR 


INCUBUS/SUCCUBI 


RAKSHASA 


HAUNTED 


GHASTLY COURTESANS 


REANIMATED CORPSE 


STRIGOI 
RATLING WARRIOR 


HIDEOUT 


MINION WARRIOR 


ORC MARAUDER 


INFERNAL 


EXECUTIONER 


FIRE SALAMANDER 


HELLHOUND MISTRESS 


JUNGLE 


MINION WARRIOR 


AMAZON HEAD-HUNTRESS 


MONKEY BRAWLER 


NORTHERN 


WILDLING MAN-EATER 


MINION WARRIOR 


TROLL 


OVERGROWTH 


BLADE SPIDER 


ROSE DRYAD 


SHAMBLING MOUND 
WENDIGO 


SNOW 


MOROK BRUTE 


WILDLING MAN-EATER 


MOROK BRUTE 


TRIBAL 


MINION WARRIOR 


ORC MARAUDER 


TROPICAL 


MOROK BRUTE 


NAGA HUNTER 


BLADE SPIDER 


WIZARDRY 


GOLEM MK Il 


MINION WARRIOR 


RAKSHASA 


G: GENEric pts 


BANDIT (Human, Competent) 


HEALTH 


Attack 


Type 


ATTACK 


CLUB 


BLUDGEONING 


BODY 


AGILITY 


DAGGER 


SLASHING 


WILL 


MAGIC POINTS 


4 


INIT. ) +1 


BLOCK / DODGE 


142 | | ARMOR P 


0 


ALIGNMENT 


NEUTRAL 


MORALITY 


CORRUPTED 


TRAITS 


None 


FEATS: Civilized, Criminal, Plebeian 
SKILLS: Hide +2, Listen +1, Spot +1 
EQUIPMENT: Simple Clothes, 1d3+1 SC. Some are armed with daggers while others are armed with simple clubs. 


BRIGAND (Human, Competent) 


HEALTH 


Attack 


Type 


ATTACK 


AXE 


SLASHING 


BODY 


AGILITY 


CROSSBOW 


PIERCING 


WILL 


MAGIC POINTS 


8 


INIT. | +3 


BLOCK / DODGE 


142 | | ARMOR P 


1 


ALIGNMENT 


NEUTRAL 


MORALITY 


CORRUPTED 


TRAITS 


None 


FEATS: Armor Proficiency (Light), Civilized, Criminal, Improved Initiative, Plebeian, Track, Weapon Proficiency (Ranged) 
SKILLS: Hide +2, Search +2, Sneak +3, Spot +2, Tracking +2 
EQUIPMENT: Light Armor, 1d6+3 SC. For every 4 Brigands, one is armed with a Crossbow. 


HIRED THUG (Human, Competent) 


HEALTH 


Attack 


Type | 


ATTACK 


MACE 


BLUDGEONING | 


BODY 


AGILITY 


WILL 


MAGIC POINTS 


6 


INT. | +3 


BLOCK / DODGE 


142 | | ARMOR P. 


0 


ALIGNMENT 


NEUTRAL 


MORALITY 


CORRUPTED 


TRAITS 


None 


FEATS: Brawler, Civilized, Combat Awareness, Criminal, Defensive Awareness, Improved Initiative, Power Attack 
SKILLS: Climb +3, Listen +1, Intimidate +2, Sense Motive +1, Sneak +2 
EQUIPMENT: Simple Clothing, 1d6+4 GC 


SCALLYWAG (Human) 


HEALTH Attack Type 
ATTACK CUTLASS SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Criminal, Plebeian 
SKILLS: Climb +2, Knowledge (Common) +1, Knowledge (Seafaring) +1, Swim +2 
EQUIPMENT: Simple Clothes, 1d3+2 SC 


PIRATE (Human) 


HEALTH Attack Type 
ATTACK CUTLASS SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Athletic, Combat Awareness, Criminal, Plebeian, Quick, Tough Skin 
SKILLS: Climb +2, Knowledge (Common) +2, Knowledge (Seafaring) +2, Swim +2 
EQUIPMENT: Pirate's Clothing, 1d6+3 SC 


PIRATE CAPTAIN (Human, Advanced) 


HEALTH Attack Type 
ATTACK CUTLASS SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +4 BLOCK / DODGE -/+3 ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Athletic, Combat Awareness, Criminal, Critical Hit (Cutlass), Defensive Awareness, Improved Initiative, Plebeian, Quick, Tough 
Skin 

SKILLS: Bluff +3, Climb +4, Intimidate +4, Knowledge (Common) +3, Knowledge (Seafaring) +4, Sense Motive +3, Swim +4 

EQUIPMENT: Captain's Hat, Pirate's Clothing, 2d6+10 GC 


CULTIST (Human) 


HEALTH Attack Type 
ATTACK CEREMONIAL DAGGER SLASHING 
BODY 
AGILITY 
MIND 
WILL 


waicponts) 6 | | INT | +1 | | BLocK/popsE|  -/+1 | | ARMOR 0 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Civilized, Plebeian, Religious 
SKILLS: Knowledge (Common) +1, Knowledge (Religion) +2, Spot +1 
EQUIPMENT: Mask, Simple Clothes, 1d3+1 GC 


CULTIST COMBATANT (Human) 


HEALTH Attack Type 
ATTACK FALCHION SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 we | +3 | | Block/ooncE |  +2/+4 | | ARMOR ’ 


ALIGNMENT | ALIGMENT MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Combat Awareness, Improved Initiative, Shield Proficiency, Religious 
SKILLS: Knowledge (Common) +1, Knowledge (Religion) +1, Spot +2 
EQUIPMENT: Light Armor, Small Shield, 1d6+4 GC 


CULTIST SLASHER (Human) 


HEALTH Attack Type 

ATTACK COMBAT CLAWS SLASHING 
BODY 

AGILITY COMBAT CLAW SLASHING 
MIND 
WILL 


MAGIC POINTS int. | +3 | | BLOCK/DODGE)  -/+2 | | ARMOR 1 


ALIGNMENT MORALITY | CORRUPTED TRAITS Bulky 


FEATS: Ambidexterity, Brawler, Civilized, Critical Hit (Combat Claw), Defensive Awareness, Improved Initiative, Plebeian, Quick, Religious, 
Tough Skin 

SKILLS: Intimidate +3, Jump +4, Knowledge (Common) +1, Knowledge (Religion) +1 

EQUIPMENT: Mask, Gladiatorial Armor, 1d6+4 GC 


DWARF MINER (Dwarf) 


HEALTH Attack Type 
ATTACK PICKAXE PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Civilized, Keen Eye, Lawful, Strong Back, Survivalist 
SKILLS: Knowledge (Common) +2, Knowledge (Law) +1, Search +2, Survival (Caves) +3 
EQUIPMENT: Miner's Clothes, 1d3+2 GC 


DWARVEN BARD COURTIER (Dwarf) 


HEALTH Attack Type 
ATTACK HATCHET SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 it. | +2 | | BLOCK/DODGE)  -/+2 | | ARMOR P 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Manly Beard 


FEATS: Civilized, Minstrel, Performer, Plebeian, Strong Back 
SKILLS: Bargain +4, Bluff +2, Knowledge (Common) +3, Listen +1, Perform (Dwarven Song) +3, Perform (Hurdy Gurdy) +2 
EQUIPMENT: Clothes, Hurdy Gurdy 


MINSTREL: 
The Dwarven BARD COURTIER can grant a +1 when interacting with CIVILIZED BRINGESS with ballads and songs. 


DWARVEN CARAVAN GUARD (Dwarf) 


HEALTH Attack Type 
ATTACK BATTLEAXE SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE +2/+1 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Medium), Civilized, Improved Initiative, Lawful, Plebeian, Shield Expertise, Shield Proficiency, Strong Back 
SKILLS: Knowledge (Common) +2, Knowledge (Law) +2, Listen +2, Spot +2 
EQUIPMENT: Medium Armor, Small Shield, 1d6+4 Coins 


DWARVEN CITY GUARD / VILLAGE GUARD (Dwarf) 


HEALTH Attack Type 
ATTACK ONE HANDED WEAPON VARIABLE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. ) +1 BLOCK / DODGE +2/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Lawful, Plebeian, Sentinel, Shield Expertise, Shield Proficiency, Strong Back 
SKILLS: Intimidate +2, Knowledge (Common) +2, Knowledge (Law) +2, Listen +1, Spot +2 
EQUIPMENT: Light Armor, One-Handed Weapon, Small Shield, Torch, 3d3 Coins 


DWARVEN CROSSBOWMAN (Dwarf) 


HEALTH Attack Type 
ATTACK CROSSBOW IMPALING 
BODY 
AGILITY HATCHET SLASHING 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Critical Hit (Crossbow), Defensive Awareness, Plebeian, Precise Shot, Ranged Awareness, 
Strong Back, Weapon Focus (Crossbow), Weapon Proficiency (Ranged) 

SKILLS: Knowledge (Military) +3, Listen +2, Spot +2 

EQUIPMENT: Crossbow, Hatchet, Light Armor, 2d3 GC 


DWARVEN PEASANT ADVENTURER (Dwarf) 


HEALTH Attack Type 
ATTACK SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Plebeian, Strong Back 
SKILLS: Knowledge (Common) +1, Listen +1, Spot +1 
EQUIPMENT: Light Armor, Spear, Torch 


DWARVEN SOLDIER (Dwarf) 


HEALTH Attack Type 
ATTACK ONE HANDED WEAPON VARIABLE 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. ) +1 BLOCK / DODGE +2/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Scar 


FEATS: Armor Proficiency (Light), Civilized, Combat Awareness, Plebeian, Shield Expertise, Shield Proficiency, Strong Back 


SKILLS: Knowledge (Military) +1, Listen +1, Search +1 
EQUIPMENT: A One-handed Weapon, Light Armor, Metallic Helmet, Small Shield, 2d3+1 GC 


DAWN ELF BARD COURTIER (Ei) 


HEALTH Attack i Type 
ATTACK STILETTO SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Exotic Appearance 


FEATS: Improved Initiative, Minstrel, Performer, Plebeian, Wild 
SKILLS: Bluff +2, Hide +2, Knowledge (Common) +3, Listen +2, Perform (Lyre) +3 
EQUIPMENT: Clothes, Lyre 


MINSTREL: 
The DAWN ELF BARD COURTIER can grant a +1 when interacting with CIVILIZED PRINGESS with ballads and songs. 


DAWN ELF SKIRMISHER (Elf) 


HEALTH Attack i Type 
ATTACK RAPIER SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INT. | +3 BLOCK / DODGE -/+2 ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Defensive Awareness, Improved Initiative, Plebeian, Quick, Wild 
SKILLS: Knowledge (Common) +1, Spot +2, Survival (Forest) +2 
EQUIPMENT: Exotic Clothes, Exotic Pipe, Pouch with Elfweed, Trinkets, 1d6+4 GC 


DAWN ELF TREEHUGGER (Elf) 


The Treehuggers are a group of individuals which try to spread peace and love for nature among the living or try 
to defend nature from those which only want to consume the natural resources and devastating the environment. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK QUARTERSTAFF +1 - 1 BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT MORALITY TRAITS 


FEAT: Act of Faith, Benediction, Clerical Inspiration, Good, Improved Initiative, Plebeian, Pure, Quick, 
Survivalist, Track, Weapon Proficiency (Polearms), Wild 

SKILLS: Climb +2, Knowledge (Religion) +2, Persuade +2, Survival (Forest) +1 

EQUIPMENT: Exotic Clothes, Exotic Pipe, Pouch with Elfweed, Trinkets, 1d3+1 GC 


30 


ELVEN BOWMAN (cir) 


HEALTH Attack Type 
ATTACK Bow IMPALING 

BODY 
AGILITY SHORT SWORD SLASHING 


MIND 
WILL 


MAGIC POINTS | 6 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Critical Hit (Bow), Defensive Awareness, Improved Initiative, Plebeian, Precise Shot, Ranged 
Awareness, Weapon Focus (Bow), Weapon Proficiency (Ranged) 

SKILLS: Climb +3, Knowledge (Military) +2, Listen +2, Sneak +2, Spot +2 

EQUIPMENT: Bow or Crossbow, Light Armor, Short Sword, 2d3 GC 


ELVEN CITY GUARD / VILLAGE GUARD (Er) 


HEALTH Attack Type 
ATTACK ONE HANDED WEAPON VARIABILE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Defensive Awareness, Improved Initiative, Lawful, Plebeian, Sentinel 
SKILLS: Intimidate 4+, Knowledge (Common) 4+, Knowledge (Law) 5+, Spot 4+ 
EQUIPMENT: Light Armor, One-Handed Weapon, Torch, 3d3 Coins 


ELVEN PEASANT ADVENTURER (Elf) 


HEALTH Attack Type 
ATTACK SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Improved Initiative, Plebeian 
SKILLS: Knowledge (Common) +1, Listen +1, Spot +1 
EQUIPMENT: Light Armor, Spear, Torch 


LVEN SOLDIER (Er) 


HEALTH Attack 


ATTACK LONG SWORD 
BODY 


AGILITY 
MIND 
WILL 


Type 
SLASHING 


MAGIC POINTS | 6 INIT. | +3 BLOCK / DODGE 


/+2 | | ARMOR 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS 


None 


FEATS: Armor Proficiency (Light), Civilized, Combat Awareness, Improved Initiative, Plebeian, Shield Expertise, Shield Proficiency 
SKILLS: Knowledge (Military) +2, Listen +2, Search +2 


EQUIPMENT: Light Armor, Long Sword, Metallic Helmet, Small Shield, 2d3+1 GC 


GNOME CITY GUARD / VILLAGE GUARD (Gnome) 


HEALTH Attack Type 
ATTACK SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Defensive Awareness, Plebeian, Sentinel, Small, Weapon proficiency (Polearms) 
SKILLS: Knowledge (Arcane) +1, Knowledge (Common) +2, Hide +2, Listen +1, Spot +2 
EQUIPMENT: Light Armor, One-Handed Weapon, Torch, 3d3 SC 


GNOME PEASANT ADVENTURER (Gnome) 


HEALTH Attack Type 
ATTACK SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Defensive Awareness, Plebeian, Small, Weapon proficiency (Polearms) 
SKILLS: Knowledge (Arcane) +1, Knowledge (Common) +2, Hide +1, Spot +1 
EQUIPMENT: Light Armor, Spear, Torch 


HALFLING BARD COURTIER (Haifiing) 


HEALTH Attack Type 
ATTACK STILETTO PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Civilized, Minstrel, Performer, Plebeian 
SKILLS: Bargain +2, Bluff +3, Hide +2, Knowledge (Common) +4, Perform (Fiddle) +3, Perform (Singing) +2 
EQUIPMENT: Clothes, Fiddle 


MINSTREL: 
The HALFLING BARD COURTIER can grant a +1 when interacting with CIVILIZED BRINGESS with ballads and songs. 


HALFLING CITY GUARD / VILLAGE GUARD (Haifiing) 


HEALTH Attack Type 
ATTACK SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Defensive Awareness, Plebeian, Sentinel, Small 
SKILLS: Bargain +1, Knowledge (Common) +3, Hide +2, Search +2, Spot +2 
EQUIPMENT: Light Armor, Spear, Torch, 3d3 SC 


HALFLING PEASANT ADVENTURER (Halfling) 


HEALTH Attack Type 
ATTACK SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +4 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Defensive Awareness, Plebeian, Small, Weapon Proficiency (Polearms) 
SKILLS: Bargain +1, Knowledge (Common) +3, Hide +1, Spot +1 
EQUIPMENT: Light Armor, Spear, Torch 


HALFLING SLINGER (Halfling) 


HEALTH Attack Type 
ATTACK DAGGER PIERCING 


BODY 
AGILITY BLUDGEONING 


MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Critical Hit (Sling), Defensive Awareness, Plebeian, Precise Shot, Quick, Ranged Awareness, 
Small, Weapon Focus (Sling), Weapon Proficiency (Throwing) 

SKILLS: Bargain +1, Hide +2, Knowledge (Common) +3, Listen +2, Sneak +2, Spot +2 

EQUIPMENT: Dagger, Light Armor, Sling, 2d3 SC 


BOWMAN / CROSSBOWMAN (Human) 


HEALTH 


Attack 


Type 


ATTACK 


BOW / CROSSBOW 


IMPALING 


BODY 


AGILITY 


SHORT SWORD 


SLASHING 


MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE 


-/+2 | | ARMOR P. 1 


TRAITS 


MORALITY | NEUTRAL None 


ALIGNMENT | NEUTRAL 


FEATS: Armor Proficiency (Light), Civilized, Critical Hit (Bow or Crossbow), Defensive Awareness, Plebeian, Precise Shot, Ranged 
Awareness, Weapon Focus (Crossbow or Bow), Weapon Proficiency (Ranged) 

SKILLS: Knowledge (Military) 4+, Listen 4+, Spot 4+ 

EQUIPMENT: Bow or Crossbow, Light Armor, Short Sword, 2d3 SC 


CITY GUARD / VILLAGE GUARD (Human) 


Type 
VARIABLE 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


Attack 
ONE HANDED WEAPON 


ARMOR P. 1 


BLOCK / DODGE -/+1 


MAGIC POINTS | 8 INIT. ) +1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Defensive Awareness, Lawful, Plebeian, Sentinel 
SKILLS: Intimidate +2, Knowledge (Common) +2, Knowledge (Law) +2, Listen +2, Spot +2 
EQUIPMENT: Light Armor, One-Handed Weapon, Torch, 3d3 SC 


KNIGHT (Human) 


Type 
SLASHING 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


Attack 
LONG SWORD 


+3/+2 | | ARMOR P. 3 


BLOCK / DODGE 


MAGIC POINTS | 12 INT. | +3 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Heavy), Charge, Civilized, Combat Awareness, Critical Hit (Long Sword), Defensive Awareness, Improved 
Initiative, Noble, Ride (Horse), Shield Expertise, Shield Proficiency, Sword and Shield, Weapon Focus (Long Sword) 

SKILLS: Intimidate +3, Knowledge (Military) +3, Knowledge (Nobility) +3, Persuade +3, Spot +2 

EQUIPMENT: Heavy Armor, Long Sword (Steel), Medium Shield, Metallic Helmet, 3d6+15 Coins 


MILITIA (Human) 


HEALTH Attack Type 
ATTACK HALF-SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Civilized, Plebeian 
SKILLS: Knowledge (Common) +1, Listen +1, Spot +1 
EQUIPMENT: Half-spear 


PEASANT (Human) 


HEALTH Attack Type 
ATTACK RUDIMENTARY WEAPON VARIABLE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +4 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Civilized, Plebeian 
SKILLS: Knowledge (Common) +1, Listen +1, Search +1 
EQUIPMENT: Rudimentary Weapon, Simple Clothes 


SOLDIER (Human) 


HEALTH Attack Type 
ATTACK ONE HANDED WEAPON VARIABLE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE +2/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Combat Awareness, Plebeian, Shield Expertise, Shield Proficiency 
SKILLS: Knowledge (Military) 4+, Listen 4+, Search 4+ 
EQUIPMENT: A One-handed Weapon, Light Armor, Metallic Helmet, Small Shield, 2d3+1 Coins 


ETERAN SOLDIER (Human) 


HEALTH Attack Type 
ATTACK ONE HANDED WEAPON VARIABLE 
BODY 


AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INT. | +3 BLOCK / DODGE +3/+2 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Medium), Charge, Civilized, Combat Awareness, Critical Hit (Weapon Used), Defensive Awareness, Improved 
Initiative, Plebeian, Shield Expertise, Shield Proficiency, Sword and Shield 

SKILLS: Bargain +1, Intimidate +3, Knowledge (Military) +3, Listen +3, Search +3, Sense Motive +2 

EQUIPMENT: A One-handed Weapon, Medium Armor, Medium Shield, Metallic Helmet, 3d3+3 GC 


PILLAGER (Human) 


HEALTH Attack Type 
ATTACK HATCHET SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE +2/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Combat Awareness, Criminal, Plebeian, Shield Proficiency, Savage, Survivalist 
SKILLS: Intimidate +1, Listen +1, Spot +1, Survival (Any) +2 
EQUIPMENT: Hatchet, Simple Clothing, Small Shield, 1d3+3 SC 


WILDLING (Human) 

The term “Wildling” is often used to indicate those humans who live in large tribes in the northern regions without accepting the concept of civilization. Also called 
brutes or barbarians, they prefer to live simple lives within nature rather than settle down and build stable villages. Some of them will also descend to southern 
regions to pillage small hamlets and villages or joining larger groups of raiders hoping for more treasures, slaves, and else. 


Attack Mod | Crit | Damage Type 
SPEAR +1 - 1 PIERCING 


HEALTH | 2 
ATTACK | 1 
BODY 2 
2 
1 
1 


AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Quick, Survivalist, Weapon Proficiency (Pole-arms), Unbound, Wild 
SKILLS: Climb +2, Intimidate +1, Sneak +2, Survival (Any) +2 
EQUIPMENT: Primitive Clothing, Spear, 1d3 SC 


WILDLING RUNNER (Human) 


HEALTH Attack Type 

ATTACK SPEAR PIERCING 
BODY 

AGILITY JAVELIN IMPALING 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Scar 


FEATS: Combat Awareness, Quick, Tough Skin, Track, Unbound, Weapon Proficiency (Polearms), Weapon Proficiency (Throwing), Wild 
SKILLS: Climb +3, Intimidate +3, Sneak +2, Survival (Any) +3 
EQUIPMENT: Primitive Clothing, Spear, 1d3+2 SC 


WILDLING MAN-EATER (Human, Advanced) 


Even if most of the Wildlings are are considered barbaric or simple savages, they still have a sort of “civilized” behavior, even if limited since they live in large tribes 
or families. Still, there are some tribes or lone Wildlings which have a very fierce behavior that are called Man-Eaters. Whether it's true or not that they are 


cannibals, they seems to use such reputation to scare off the other tribes. 
They often use the bones of other creatures to craft impressive armors and cruel weapons to maximize the effect of their reputation. 


HEALTH Attack Mod | Crit | Damage Type 


ATTACK 


BODY 
AGILITY HATCHET 


HATCHETS +3/+3 | 6+ 1 SLASHING 


SLASHING 


MIND 
WILL 


MAGIC POINTS | 10 INIT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 


ALIGNMENT EVIL MORALITY | CORRPUTED TRAITS Scars 


FEATS: Ambidexterity, Armor Proficiency (Light), Athletic, Brawler, Charge, Combat Awareness, Critical Hit (Hatchet), Fear, Quick, Rage, 


Tough Skin, Track, Unbound, Wild 
SKILLS: Climb +4, Intimidate +4, Sneak +3, Survival (Any) +4 
EQUIPMENT: Bone Armor (Counts as Light Armor), Hatchet x2, Tribal Trinkets (worth 2d3 SC) 


SPELLGASTERS 


NECROMANCER (Human, Advanced) 


HEALTH Attack Type 
ATTACK ENCHANTED ARCANE STAFF ARCANE 
BODY 
AGILITY Variable | VARIABLE 
MIND 
WILL 


MAGIC POINTS | 46 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Arcane Awareness, Civilized, Defensive Awareness, Journeyman Necromancer, Mind Focus, Plebeian, Reanimator, Scholar, 
Zombie Master 

SKILLS: Intimidate +3, Knowledge (Arcane) +4, Knowledge (Common) +3, Knowledge (Necromancy) +4, Knowledge (Occultism) +3, Listen 
+2, Search +2, Sense Motive +3, Spot +2 

EQUIPMENT: Arcane Staff (Enchanted), Healing Potion, Scroll Case, Spell Tome 

SPELLS: Bone Dart, Detect the Arcane, Injury, Life Drain, Raise Skeletal Soldier, Raise Skeleton, Raise Zombie, Restore Undeads (Lesser), 
Retribution, Spectral Light, Undead Chieftain 


WIZARD (Human) 


HEALTH Attack Type 
ATTACK ENCHANTED ARCANE STAFF ARCANE 
BODY 
AGILITY Variable | VARIABLE 
MIND 
WILL 


MAGIC POINTS | 46 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Alchemy, Arcane Awareness, Arcane Training, Brew Potions, Civilized, Defensive Awareness, Journeyman Spellicaster, Mind 
Focus, Plebeian, Scholar 

SKILLS: Knowledge (Arcane) +4, Knowledge (Common) +4, Knowledge (History) +3, Knowledge (Myths and Legends) +4, Listen +2, 
Search +2, Sense Motive +3, Spot +2, Persuade +2 

EQUIPMENT: Arcane Staff (Enchanted), Healing Potion, Scroll Case, Spell Tome 

SPELLS: Arcane Bolt, Arcane Insight, Arcane Push, Bless (Lesser), Dazzle, Detect the Arcane, Floating Light, Hop, Invigoration, Protective 
Glyph, Radiant Beam, Swim 


SB: MONSTERS dnd GREATURES 


AMAZON SKIRMISHER (Giant, Female) 


Amazon Skirmishers usually wander alone or in couple, seeking for other creatures to smash with their maces for personal amusement. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK MACE +2 - 1 BLUDGEONING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS Thicc 


FEATS: Athletic, Brawler, Large, Savage, Survivalist, Tough Skin, Track, Unbound 
SKILLS: Intimidate +2, Jump +3, Listen +1, Survival (Jungle) +2, Tracking +2 
EQUIPMENT: Tribal Clothing, Tribal Trinkets (Worth 1d6+4 GC) 


AMAZON HEAD-HUNTRESS (Giant, Female, Advanced) 


Amazon Head-huntresses are used to traveling alone even for long periods of time. Expert trackers and hunters, they are able to get close to 
their prey despite their size. 


HEALTH Attack Damage Type 
ATTACK HUNTING JAVELIN 2 IMPALING 


BODY 
AGILITY BLUDGEONING 


MIND 
WILL 


MAGIC POINTS | 10 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Thicc 


FEATS: Ambusher, Athletic, Brawler, Combat Awareness, Corpore Sano, Critical Hit (Javelin), Defensive Awareness, Improved Initiative, 
Large, Quick, Quick Reflexes, Survivalist, Savage, Tough Skin, Track, Unbound 

SKILLS: Climb +4, Hide +3, Intimidate +4, Jump +4, Listen +2, Search +2, Sneak +3, Spot +3, Survival (Jungle) +4, Tracking +4 

EQUIPMENT: Huntress’ Trophies, Skullbird Mask, Tribal Clothing, Tribal Trinkets (Worth 1d6+9 GC) 


ANGELS 


ANGELIC SOLDIER (Angel, Competent) 


A soldier from the Heavens. 


HEALTH Attack Type 
ATTACK CELESTIAL SWORD ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 2 


ALIGNMENT | GOOD MORALITY PURE TRAITS None 


FEATS: Armor Proficiency (Medium), Charge, Civilized, Combat Awareness, Defensive Awareness, Fly, Good, Radiant Immunity, Religious 
SKILLS: Knowledge (Common) +2, Knowledge (Religion) +3, Persuade +2, Spot +2 
EQUIPMENT: Medium Armor, 2d6+2 GC 


ARCH ANGEL (Angel, Expert) 


A warrior from the Heavens. 


HEALTH Attack 
ATTACK HEAVEN'S SWORD 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 16 INT. | +3 BLOCK / DODGE -/+3 ARMOR P. 3 


ALIGNMENT | GOOD MORALITY PURE TRAITS None 


FEATS: Act of Faith, Armor Proficiency (Heavy), Benediction, Blue Blood, Charge, Civilized, Clerical Inspiration, Combat Awareness, 
Critical Hit (Long Sword), Defensive Awareness, Fly, Lawful, Quick Reflexes, Radiant Immunity, Smite (Evil) 

SKILLS: Knowledge (Common) +3, Knowledge (Law) +3, Knowledge (Nobility) +3, Knowledge (Religion) +4, Listen +3, Persuade +4, Sense 
Motive +4, Spot +3 

EQUIPMENT: Heaven's Sword, Heavy Armor, 3d6+4 GC 


HEAVEN'S SWORD: 
If the Creature successfully hits another Creature with a result of 6 on a d6, the SWORD deals 1 additional Fire Damage. 


BLESSED LAMB (Angel) 


HEALTH 


ATTACK 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 24 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 


ALIGNMENT | GOOD MORALITY PURE TRAITS Well Mannered 


FEATS: Act of Faith, Arcane Reserve, Benediction, Blind Perception (Arcane), Civilized, Clerical Inspiration, Good, Heaven’s Wrath, 
Plebeian, Pure, Thaumaturgy, Turn Undeads 

SKILLS: Knowledge (Common) +3, Knowledge (Religion) +4, Listen +2, Persuade +3, Sense Movie +3, Spot +2 

EQUIPMENT: Holy Symbol, Humble Clothes 


HEAVEN'S WRATH: 
When a BLESSED LAMB is Slain, the Creature responsible suffers 2d3 Holy Damage. 


THAUMATURGY: 

The BLESSED LAMB has a daily pool of HEALTH which he can heal by just touching a wounded Creature. The Health’s Pool is equal to his BODY plus WILL 
Characteristic. He can only heal 1 HEALTH per Round. He can replenish his pool by 2 points while suffering 1 Direct Damage which can only be 
restored by resting. If the BLESSEDLAMB dies with this method, all the Creatures within 6 Squares will suffer the HEAVEN'S WRATH, except the last one 
which had received his healing. Has no effect on CONSTRUCTS, ELDRITCH, ELEMENTALS, ETHEREAL Creatures, PLANTS and UNDEADS. 


ANIMALS dnd OTHER FAUNA 


BEAR (Animal) 


HEALTH Attack Type 
ATTACK BITE SLASHING 


BODY 
AGILITY SLASHING 


MIND 
WILL 


MAGIC POINTS | 6 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Animal, Scent, Tough Skin, Track 
SKILLS: Climb +2, Listen +2, Spot +1, Survival (Forest) +3, Tracking +3 


BROWN BEAR / POLAR BEAR (Animal) 


HEALTH Attack Type 
ATTACK BITE SLASHING 


BODY 
AGILITY SLASHING 


MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Animal, Critical Hit (Claw), Defensive Awareness, Large, Scent, Track 
SKILLS: Climb +3, Listen +2, Spot +1, Survival (Forest/Tundra) +3, Tracking +4 
FEATS: Rage, Tough Skin 


BLOOD-EYED GORILLA (Animal) 


HEALTH Type 
ATTACK BLUDGEONING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Animal, Brawler, Critical Hit (Slam), Quick, Rage, Scent, Tough Skin, Track 
SKILLS: Climb +4, Jump +4, Listen +2, Spot +1, Survival (Jungle) +3, Tracking +3 


IANT CRAB (Crustacean) 


HEALTH Attack Type 
ATTACK CLAWS CRUSHING 
BODY 


AGILITY CRUSHING 
MIND 


WILL 


MAGIC POINTS INIT. ) +1 BLOCK / DODGE +3/+1 | | ARMOR P. 


ALIGNMENT MORALITY TRAITS 


FEATS: Ambidexterity, Breath Underwater, Crab's Claw, Tough Skin (3) 
SKILL: Survival (Ocean) +3 


CRAB'S CLAW: 
Once per Combat Round, the CRAB can use his claws to Block incoming attacks, but doing so allows him to only use one Claw to Attack. 


GIANT SNAKE (Reptile) 


HEALTH Attack Type 
ATTACK VENOMOUS BITE PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambusher, Improved Initiative, Quick, Reptile, Scent, Tracking 
FEATS: Snake Coils, Venomous Bite (Deals the additional Damage only with 5+) 
SKILLS: Hide +3, Listen +2, Sneak +3, Tracking +3 


HORSE (Animal) 


HEALTH Attack Type 
ATTACK HOOF BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Animal, Large 
SKILLS: Listen +2, Spot +2, Survival (Plains) +2 


WAR HORSE (Animal) 


HEALTH Attack Type 
ATTACK HOOF BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Animal, Armor Proficiency (Heavy), Improved Initiative, Large, Quick 
SKILLS: Listen +3, Spot +2, Survival (Plains) +2 


JAGUAR (Animal) 


HEALTH Type 
ATTACK SLASHING 


BODY 
AGILITY SLASHING 


MIND 
WILL 


MAGIC POINTS | 6 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambusher, Animal, Improved Initiative, Scent, Track 
FEATS: Combat Awareness 
SKILLS: Hide +3, Sneak +3, Spot +2, Survival (Jungle) +4, Tracking +4 


SABRE-TOOTH / SNOW SABRE-TOOTH (Animal) 


HEALTH Attack Type 
ATTACK BITE SLASHING 


BODY 
AGILITY SLASHING 


MIND 
WILL 


MAGIC POINTS | 8 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Animal, Combat Awareness, Critical Hit (Bite), Large, Improved Initiative, Scent, Tough Skin, Track 
SKILLS: Hide +3, Sneak +3, Spot +2, Survival (Mountain/Tundra) +4, Tracking +4 


WOLF / WHITE WOLF (Animal) 


HEALTH Attack Type 
ATTACK BITE SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Animal, Combat Awareness, Pack of Wolves, Scent, Track 
SKILLS: Listen +2, Spot +1, Survival (Forest) +2, Tracking +2 


PACK OF WOLVES: 
A pack of at least 4 wolves obtains a +1 to any Fear and Terror Check, while a pack of at last 8 wolves obtains a +2 instead. 


EERSTFOLK 


BOAR (Beastfolk) 


HEALTH 


Attack 


Type 


ATTACK 


BLADE 


SLASHING 


BODY 


AGILITY 


WILL 


MAGIC POINTS 


6 


INIT. ) +1 


BLOCK / DODGE 


-/+1 


| | ARMOR P. 


1 


ALIGNMENT 


NEUTRAL 


MORALITY 


NEUTRAL 


TRAITS 


None 


FEATS: Defensive Awareness, Quick, Tough Skin, Unbound, Wild 
SKILLS: Listen +1, Spot +1, Survival (Forest) +2 
EQUIPMENT: Gladiatorial Armor, 1d3+4 SC 


BOAR IMPALER (Beastfolk) 


HEALTH 


Attack 


Type 


ATTACK 


HALF-SPEAR 


PIERCING 


BODY 


AGILITY 


JAVELIN 


IMPALING 


WILL 


MAGIC POINTS 


10 


INIT. | +2 


BLOCK / DODGE 


/+2 | | ARMOR P 


2 


ALIGNMENT 


EVIL 


MORALITY 


NEUTRAL 


TRAITS 


None 


FEATS: Armor Proficiency (Medium), Critical Hit (Javelin), Defensive Awareness, Quick, Ranged Awareness, Tough Skin, Unbound, Wild 


SKILLS: Listen +2, Spot +3, Survival (Forest) +3 
EQUIPMENT: Medium Armor, 1d6+5 SC, Javelin (x3) 


GOAT (Beastfolk) 


HEALTH 


Attack 


Type 


ATTACK 


AXE 


SLASHING 


BODY 


AGILITY 


HEADBUTT 


BLUDGEONING 


WILL 


MAGIC POINTS 


6 


INIT. | +2 


BLOCK / DODGE 


142 | | ARMOR 1 


NEUTRAL TRAITS None 


EVIL MORALITY 


ALIGNMENT 


FEATS: Combat Awareness, Headbutt, Improved Initiative, Quick, Tough Skin, Unbound, Wild 
SKILLS: Listen +1, Spot +1, Survival (Hills) +2 
EQUIPMENT: Gladiatorial Armor, 1d3+4 SC 


HEADBUTT: 
A GOAT BEASTFOLK who moves at least 3 Squares can perform a HEADBUTT instead of a normal attack. 
When performing a HEADBUTT, a result of a 6 on a d6 deals 1 additional damage. 


OAT SLASHER (Beastfolk) 


HEALTH 


Attack 


Type 


ATTACK 


AXE 


SLASHING 


BODY 


AGILITY 


HEADBUTT 


BLUDGEONING 


WILL 


MAGIC POINTS 


10 


INIT. | +3 


BLOCK / DODGE 


/+2 


ARMOR P. 


1 


ALIGNMENT 


EVIL 


MORALITY 


CORRUPTED 


TRAITS 


None 


FEATS: Armor Proficiency (Light), Combat Awareness, Headbutt, Improved Initiative, Quick, Rage, Tough Skin, Unbound, Wild 
SKILLS: Intimidate +3, Listen +3, Spot +3, Survival (Hills) +3 
EQUIPMENT: Gladiatorial Armor, 1d6+5 GC 


GNOLL (Beastfolk) 


HEALTH 


Attack 


Type 


ATTACK 


JAVELIN 


IMPALING 


BODY 


AGILITY 


BLUDGEONING 


WILL 


MAGIC POINTS 


6 


INIT. | +2 


BLOCK / DODGE 


142 | | ARMOR P. 


ALIGNMENT 


EVIL 


MORALITY 


NEUTRAL 


TRAITS 


FEATS: Combat Awareness, Savage, Tough Skin, Unbound, Weapon Proficiency (Ranged) 
SKILLS: Intimidate +1, Spot +1, Survival (Hills) +2 


EQUIPMENT: Simple Clothing, 1d3+4 SC. For every 2 Gnolls, one is also armed with 2 Javelins. 


GNOLL RAVAGER (Beastfolk) 


HEALTH 


Attack 


Type 


ATTACK 


MACE 


BLUDGEONING 


BODY 


AGILITY 


WILL 


MAGIC POINTS 


INIT. | +3 


BLOCK / DODGE 


43/42 | | ARMOR P. 


2 


ALIGNMENT 


MORALITY 


CORRUPTED 


TRAITS 


None 


FEATS: Armor Proficiency (Medium), Combat Awareness, Evil, Improved Initiative, Power Attack, Savage, Shield Proficiency, Tough Skin, 


Track, Unbound, Weapon Proficiency (Ranged) 
SKILLS: Climb +3, Intimidate +3, Spot +2, Survival (Hills) +3, Tracking +3 
EQUIPMENT: Gladiatorial Medium Armor, Medium Shield, 1d6+5 GC. 


JACKAL (Beastfolk) 


HEALTH Attack Type 
ATTACK KHOPESH SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Athletic, Civilized, Combat Awareness, Improved Initiative, Plebeian, Quick, Survivalist, Tough Skin 
SKILLS: Jump +2, Sneak +2, Survival (Desert) +3 
EQUIPMENT: Gladiatorial Armor, 1d3+4 GC 


JACKAL SAND DANCER (Beastfolk) 


HEALTH Attack Type 
ATTACK JAVELIN IMPALING 

BODY 
AGILITY KHOPESH SLASHING 


MIND 
WILL 


MAGIC POINTS | 12 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Agile Opportunist, Athletic, Civilized, Combat Awareness, Defensive Awareness, Improved Initiative, Performer, Plebeian, Quick, 
Quick Reflex, Survivalist, Tough Skin, Track, Weapon Proficiency (Polearms) 

SKILLS: Jump 4+, Perform (Sand Dance) 4+, Sneak 4+, Survival (Desert) 4+, Tracking 4+ 

EQUIPMENT: Gladiatorial Armor, 1d6+5 GC 


MONKEY SKIRMISHER (Beastfolk) 


These Beastfolk resemble chimpanzee monkeys with a more erect posture. 


HEALTH Attack Mod | Crit Type 
ATTACK HALF-SPEAR +1 - PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambusher, Defensive Awareness, Improved Initiative, Survivalist, Tough Skin, Unbound, Wild 
SKILLS: Climb +3, Jump +3, Survival (Jungle) +3 
EQUIPMENT: Half Spear 


ONKEY BRAWLER (Beastfolk) 


Bigger and stronger than their chimpanzee cousins, these Beastfolk are more related to gorillas. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK SLAM +3/+3 - 1 BLUDGEONING 
BODY 

AGILITY BLUDGEONING 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +3 BLOCK / DODGE +2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Combat Awareness, Defensive Awareness, Improved Initiative, Power Attack, Rage, Tough Skin, Unbound, Wild 
SKILLS: Climb +4, Intimidate +3, Survival (Jungle) +3 


MOUSEFOLK (Beastfolk) 

The Micefolk where once humble rodents which lived at the edge of an ancient civilization with such knowledge to being able to build the first 
golems and other wondrous items. While such civilization disappeared, leaving only ancient ruins and dormant golems, some of those rodents 
where touched by the arcane magics left, and become intelligent. Through time they learned how to read and grew in shape, becoming a new 
sentient species, while maintaining a similar aspect of their ancient forefathers. The common Mousefolk has the same intelligence of an average 
human, and they prefer to live simple lives, away from the dangers of the world. Most of them are farmers and artisans, which work for the royal 
family and to feed and help their kin. 


HEALTH Attack Damage Type 
ATTACK POINTY STICK 1 PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS None 


FEATS: Agile, Civilized, Plebeian, Quick, Scholar, Small 
SKILLS: Climb +2, Hide +2, Knowledge (Common) +3, Knowledge (History) +3, Sneak +2 
EQUIPMENT: Coin Pouch, Cowl, Simple Belt, 2d3+1 SC 


MOUSEFOLK ENGINEER (Beastfolk) 
The Engineers, or inventors as they like to call themselves, are those which received a better education or demonstrated a high attitude to 
crafting and repairing since their youth. Engineers works hard to maintain all the strange mechanisms, golems and other weird inventions left 
from the ancient civilization, and some of them spend their life trying to figure out how to recreate such wonders of old, since most of the tomes 
and manuscripts where damaged by the corrosion of time, stolen or burned during certain conflicts. 


HEALTH 


Attack 


Mod | Crit | Damage 


Type 


ATTACK 


METALLIC BAR 


+1 : 


1 


BLUDGEONING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 


INIT. | +2 | BLOCK / DODGE 


-/+2 | | ARMOR P. 


0 


‘| 


ALIGNMENT | NEUTRAL 


| MORALITY | PURE | | TRAITS | 


None 


FEATS: Agile, Civilized, Lock Picking, Plebeian, Quick, Repairing, Scholar, Seeker, Small 
SKILLS: Climb +1, Hide +1, Knowledge (Common) +4, Knowledge (Engineering) +4, Lock Picking +3, Repairing +4, Sneak +1 
EQUIPMENT: Bandoleer, Coin Pouch, Cowl, Goggles, Repairing Tools, Simple Belt, 2d3+5 SC 


BUGBEAR (Goblin) 
Related with Goblins but much bigger, Bugbears are ugly creatures who like to beat weak creatures to death, but will probably avoid those who 
are stronger than them unless in large numbers. 


Attack Type 
MACE BLUDGEONING 


HEALTH | 1 
ATTACK | 2 
BODY 3 
1 
1 
2 


AGILITY 
MIND 
WILL 


MAGIC POINTS INIT. ) +1 BLOCK / DODGE +2/+1 | | ARMOR P. 1 


ALIGNMENT MORALITY | CORRUPTED TRAITS Ugly 


TRAIT: Ugly 

FEATS: Savage, Shield Proficiency, Tough Skin, Unbound 
SKILLS: Intimidate +1, Spot +1, Survival (Hills) +1 

EQUIPMENT: Small Shield, Simple Clothes, 1d6+3 SC 


BUGBEAR PLUNDERER (Goblin) 


HEALTH Attack Type 
ATTACK MACE BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Ugly 


FEATS: Combat Awareness, Improved Initiative, Savage, Tough Skin, Track, Unbound 
SKILLS: Intimidate +2, Spot +2, Survival (Hills) +2, Tracking +2 
EQUIPMENT: Simple Clothes, 1d6+8 GC 


CENTAURS 


CENTAUR RUNNER (Mythological) 


HEALTH Attack Type 
ATTACK HALF-SPEAR PIERCING 


BODY 
AGILITY SHORT BOW IMPALING 
MIND 
WILL 


MAGIC POINTS | 8 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Civilized, Improved Initiative, Large, Quick, Ranged Awareness, Scholar, Tough Skin, Weapon Proficiency (Ranged) 
SKILLS: Knowledge (Common) +3, Knowledge (History) +3, Knowledge (Myths and Legends) +3, Jump +3, Persuade +3 
EQUIPMENT: Half-Spear, Short Bow, 1d3+2 SC 


CENTAUR SOLDIER (Mythological) 


HEALTH Attack Type 
ATTACK BERDICHE SLASHING 


BODY 
AGILITY IMPALING 


MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Medium), Civilized, Combat Awareness, Critical Hit (Berdiche), Defensive Awareness, Improved Initiative, 
Large, Quick, Ranged Awareness, Scholar, Tough Skin, Weapon Proficiency (Polearms), Weapon Proficiency (Ranged) 

SKILLS: Intimidate +3, Knowledge (Common) +3, Knowledge (History) +3, Knowledge (Military) +3, Knowledge (Myths and Legends) +3, 
Jump +3, Sense Motive +3 


ERVITAUR (Mythological) 
Also known as Deerlings, the Cervitaurs are a smaller subspecies of Centaurs which lives in forests rather than the grasslands like their bigger 
cousins. Usually shy and elusive they usually try to avoid other Creatures, except for certain faeries, pacific Beastfolks and Merfolks. 
A Cervitaur is a medium-sized creature with the body of a human and a deer. While females grows small horns on their foreheads, the males can 
grow antlers on their heads, which usually indicates virility and combat prowess. They are mostly famous for their peculiar way to run, which is 
more a series of quick hops which could result a little funny to see, for some creatures. Deerlings are more linked to Nature rather than being 
Civilized like other Centaurs, and are usually led by a single Stronger Male which keeps mostly females with him, while in other occasion a 
strong couple can lead a small group of smaller families or even create their own large family. Females as leaders are more rare, but it could 
happened that a male is killed by predators or other creatures and her consort takes the lead or that a strong female simply prefers the company 
of her daughters and other females. 


HEALTH Attack Damage Type 
ATTACK KICK 1 BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Improved Initiative, Sproink, Survivalist, Unbound, Wild 
SKILLS: Jump +2, Spot +2, Survival (Forest) +2 


SPROINK: 

CERVITAURS can both walk normally or move with a series of quick hops, usually when they run or move fast. 

This allows them to avoid certain dangers which could lie on the terrain and even being a little more hard to hit with ranged weapons. 

A CERVITAUR can decide to use this FEAT to increase his Movement value by 1, which can be increased by 2 if it has the QUICK FEAT. 

If a CERVITAUR is using this FEAT, it can literally avoid to trigger certain TRAPS since it could just simply jump over the trigger and are able to simply move 
over small gaps in the ground non larger than 1 Square. 

CERVITAURS can also Re-roll a result of 1, when trying to Dodge a Ranged Attack, while moving with this FEAT. 

Notice that CERVITAURS can only wear LIGHT ARMORS. 


CERVITAUR HUNTER (Mythological) 


HEALTH Attack Type 
ATTACK HALF-SPEAR PIERCING 
BODY 
AGILITY JAVELIN IMPALING 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Critical Hit (Javelin), Defensive Awareness, Detect Traps, Disarm Traps, Improved Initiative, Ranged Awareness, Sproink, 
Survivalist, Tough Skin, Track, Unbound, Weapon Proficiency (Polearms),Weapon Proficiency (Throwing), Walk Softly, Wild 
SKILLS: Detect Traps +4, Disarm Traps +4, Hide +4, Jump +4, Search +3, Sneak +4, Survival (Forest) 4, Tracking +4 


CONSTRUCTS 


ANIMATED ARMOR (Construct) 


The spells to animate simple objects are quite common, but only the most powerful wizards are able to enchant armors to act and fight like warriors. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK TWO-HANDED ARMOR +2 - 2 SLASHING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+1 | | ARMOR P. 6 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Armor Proficiency (Heavy), Construct, Defensive Awareness, Weapon Focus (Two Handed Weapons), Weapon 
Proficiency (Two Handed) 
SKILL: Spot +2 


GOLEM MKI (Construct) 


The first prototype of a Golem. Not too strong but still quite dangerous to face. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SLAM +2/+2 - 1 BLUDGEONING 


BODY 
AGILITY BLUDGEONING 


MIND 
WILL 


MAGICPOINTS! 10 | INT. | +1 | | BLOcK/DODGE| +3/+1 | | ARMOR 4 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambidexterity, Arcane Reserve, Construct, Iron Plate 
SKILL: Listen +1 


GOLEM MKII (Construct) 


The second attempt of a Golem prototype 


HEALTH Attack Type 

ATTACK SLAM BLUDGEONING 
BODY 
AGILITY BLUDGEONING 


MIND 
WILL 


MAGIC POINTS | 10 INIT. | +1 BLOCK / DODGE +3/+1 ARMOR P. 7 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambidexterity, Arcane Reserve, Construct, Critical Hit (Slam), Defensive Awareness, Iron Plate 
SKILL: Spot +2 


REANIMATED CORPSE (Construct) 

This creature is a result of a some mad scientist or wizard who tried to bring someone who died back to life with some mysterious and unspeakable experiment. 
While the experiment probably has partially succeeded, the creature's mind was probably broken by the process and it's old memories are gone forever. Most of 
such miserable creatures will irremediably go insane as result of the trauma suffered and go on a fierce killing spree until destroyed. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SLAM +3/+3 - 1 BLUDGEONING 


BODY 
AGILITY BLUDGEONING 


MIND 
WILL 


MAGIC POINTS | 8 INIT. ) +1 BLOCK / DODGE -/+1 ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Brawler, Construct, Defensive Awareness, Resistance to Electricity (5), Rage, Resistance to Piercing (1), Spark of Life, Tough Skin 
SKILLS: Climb +3, Intimidate +3, Jump +3, Listen +1, Spot +1 
EQUIPMENT: Worn Clothes 


SPARK OF LIFE: 

While technically considered CONSTRUCTS, the REANIMATED CORPSES have a HEALTH value thanks to the fact that they are usually a mash up of various bodies 
and flesh. REANIMATED CORPSES can be healed both by standard medicament and by repairing. 

They also ignore any FEAR or TERROR Check except if exposed to sources of Fire (or which deal Fire Damage). 

A medium-sized source of Fire will cause FEAR to the REANIMATED CORPSE, while larger sources will cause TERROR. 


DEEP ONE (Eldritch) 


The origins of those strange creatures are unknown and their culture is based on the worshiping of ancient gods who slumber in the deep oceans. 


HEALTH 


Attack 


Type 


ATTACK 


BITE 


PIERCING 


BODY 


AGILITY 


SLASHING 


WILL 


MAGIC POINTS 


8 


+2 


INIT. 


BLOCK / DODGE 


-/+2 | | ARMOR P. 


1 


ALIGNMENT 


NEUTRAL 


MORALITY 


CORRUPTED 


TRAITS 


None 


FEATS: Breath Underwater, Darkvision, Eldritch, Frost Resistance (1), Swim Speed (6), Tough Skin, Unbound 


SKILLS: Climb +3, Spot +1, Swim +3 


DEEP ONE CANTOR (Eldritch) 


HEALTH 


Attack 


Type 


ATTACK 


BITE 


PIERCING 


BODY 


AGILITY 


SLASHING 


WILL 


MAGIC POINTS 


12 


INIT. | +2 


BLOCK / DODGE 


/+2 | | ARMOR P. 


1 


ALIGNMENT 


NEUTRAL 


MORALITY 


CORRUPTED 


TRAITS 


None 


FEATS: Act of Faith, Benediction, Breath Underwater, Clerical Inspiration, Darkvision, Eldritch, Frost Resistance (1), Performer, Swim 


Speed (6), Tough Skin, Unbound 


SKILLS: Knowledge (Common) +3, Knowledge (Religion) +3, Listen +2, Perform (Ancient Song) +3, Spot +2, Swim +3 


EQUIPMENT: Ancient Trinkets 


DEEP ONE HUNTER (Eldritch) 


HEALTH 


Type 


ATTACK 


SLASHING 


BODY 


AGILITY 


HARPOON 


IMPALING 


WILL 


MAGIC POINTS 


8 


INIT. | +3 


BLOCK / DODGE 


/+2 | | ARMOR P. 


1 


ALIGNMENT 


NEUTRAL 


MORALITY 


CORRUPTED 


TRAITS 


None 


FEATS: Ambusher, Breath Underwater, Critical Hit (Harpoon), Darkvision, Eldritch, Frost Resistance (1), Improved Initiative, Swim Speed 


(6), Tough Skin, Track, Unbound 
SKILLS: Climb +3, Listen +3, Sneak +3, Spot +3, Swim +3, Tracking +3 
EQUIPMENT: A couple of Harpoons, Hunter’s Trinkets 


DEEP ONE HYBRID (Eldritch) 


This creature resembles a sort of horrible human which has some features resembling those of a fish. 
They are the result of a cross-breed between humans and Deep Ones, usually during unspeakable rituals. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK BLADE +1 - 1 SLASHING 
BODY 

AGILITY HARPOON IMPALING 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +4 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Ugly 


FEATS: Breath Underwater, Civilized, Darkvision, Eldritch, Plebeian, Quick, Tough Skin 
SKILLS: Climb +1, Jump +1, Knowledge (Common) +1, Listen +1, Swim +1 
EQUIPMENT: Simple Clothes. In a group of 4 HYBRIDS there is always one equipped with one HARPOON 


DEEP ONE RAVAGER (Eldritch) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Ambidexterity, Breath Underwater, Darkvision, Eldritch, Frost Resistance (1), Improved Initiative, Quick, Rage, Swim Speed (6), 


Tough Skin, Unbound 
SKILLS: Climb +4, Jump +2, Listen +2, Spot +2, Swim +4 


INCUBUS/SUCCUBUS (Demon, Advanced) 


HEALTH Attack Type 
ATTACK CLAWS ARCANE 

BODY 
AGILITY ARCANE 


MIND 
WILL 


MAGIC POINTS | 27 INIT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 1 MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Exotic Appearance 


FEAT: Ambidexterity, Arcane Reserve, Combat Awareness, Critical Hit (Claw), Darkvision, Defensive Awareness, Magic User, Performer, 
Quick, Scholar, Tough Skin 

SKILLS: Bluff +4, Climb +2, Jump +3, Knowledge (Arcane) +3, Knowledge (Common) +3, Knowledge (Occult) +4, Perform (Dance) +4, 
Sense Motive +2 

EQUIPMENT: Enchanted Dress, Golden Mask 

SPELLS: Detect of the Arcane (2), Ephemeral Manipulation (1), Floating Light (4) 


IMP (Demon, Competent) 


HEALTH Attack Type 
ATTACK CLAW PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Darkvision, Defensive Awareness, Fly, Quick, Small, Unbound 
SKILLS: Bluff +1, Climb +2, Hide +2, Knowledge (Common) +1, Knowledge (Occult) +1 


RAKSHASA (Demon, Advanced) 


HEALTH Attack Type 

ATTACK BITE SLASHING 
BODY 

AGILITY SCIMITAR ARCANE 
MIND 
WILL 


MAGIC POINTS | 36 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 1 MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Exotic Appearance 


FEATS: Alter Form, Apprentice Spellcaster (Witchcraft), Arcane Reserve, Blue Blood, Civilized, Darkvision, Defensive Awareness, Quick, 
Scholar, Tough Skin, Weapon Focus (Scimitar) 

SKILLS: Bluff +4, Intimidate +4, Knowledge (Arcane) +4, Knowledge (Common) +4, Knowledge (Occult) +4, Persuade +4, Sense Motive +4 
EQUIPMENT: Exotic Dress, Scimitar (Enchanted), 2d6+5 GC 

SPELLS: Arcane Bolt (4), Dancing Quill (1), Dazzle (5), Detect the Arcane (2), Ephemeral Manipulation (1), Vocal Distortion (4) 


ALTER FORM: 

A RAKSHASA is a master illusionist and can change his shape through foul magics to appear as a human or elf at will, by spending 5 MP. 

The illusory form will only copy the appearance and the voice, but if tries to copy the appearance of someone, those who knew him will be able to 
notice some significant differences. This FEAT can be dispelled. 


WRATH DEMON (Demon, Advanced) 


HEALTH Attack Type 
ATTACK INFERNAL BLADE UNHOLY 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEAT: Charge, Cleave, Combat Awareness, Critical Hit (Long Sword), Darkvision, Defensive Awareness, Quick, Rage, Resistance to Fire 
(2), Tough Skin, Unbound 

SKILLS: Climb +4, Intimidate +4, Jump +4, Knowledge (Common) +2, Knowledge (Occult) +2 

EQUIPMENT: Infernal Blade 


DEUILS 


ARCH DEVIL (Devil, Expert) 


A warrior from the Infernal Realms 


HEALTH Attack Type 
ATTACK HELL'S SWORD UNHOLY 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 16 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 3 


ALIGNMENT EVIL MORALITY PURE TRAITS None 


FEATS: Act of Faith, Armor Proficiency (Heavy), Benediction, Blue Blood, Charge, Civilized, Clerical Inspiration, Combat Awareness, 
Critical Hit (Long Sword), Defensive Awareness, Fly, Lawful, Obscure Immunity, Quick Reflexes, Smite (Good) 

SKILLS: Intimidate +4, Knowledge (Common) +3, Knowledge (Law) +3, Knowledge (Nobility) +3, Knowledge (Religion) +4, Listen +3, Sense 
Motive +4, Spot +3 

EQUIPMENT: Hell's Sword, Heavy Armor, 3d6+4 GC 


HELL'S SWORD: 
If the Creature successfully hits a Creature with a result of 6 on a d6, the SWORD deals 1 additional Fire Damage. 


EXECUTIONER (Devil, Advanced) 


Executioners were once humans who followed the law with excessive zeal, usually exceeding with violence in their regular duties even where it wasn't needed. 
Such obsession for order and violence has slowly corrupted their minds, seeking criminals and outlaws everywhere even where there are none. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK TWO HANDED FELL AXE +3 6+ 2 ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 3 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Accusation, Armor Proficiency (Heavy), Civilized, Combat Awareness, Critical Hit (Two-handed Axe), Darkvision, Lawful, 
Resistance to Fire (1), Slayer (Criminals), Track, Weapon proficiency (Two-handed) 

SKILLS: Intimidate +3, Jump +2, Knowledge (Common) +2, Knowledge (Law) +2 

EQUIPMENT: Heavy Armor, Metallic Helmet, Two-handed Fell Axe (counts as Enchanted) 


ACCUSATION: 
Once per Combat, the EXECUTIONER can accuse a single creature within 5 Squares. 
Against the accused Creature, the EXECUTIONER obtains a CRITICALHIT with a result of 5+ instead of 6+ and can Re-roll a result of 1 when Dodging. 


FERNAL SOLDIER (Devil, Competent) 


A soldier of the Infernal Realms, trained to fight for his masters without any remorse. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK CRUEL BLADE +2 - 1 ARCANE 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE +3/+2 | | ARMOR P. 2 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Medium), Charge, Combat Awareness, Defensive Awareness, Evil, Immunity to Obscure, Shield Proficiency 
SKILLS: Climb +2, Jump +2, Knowledge (Common) +2, Knowledge (Military) +2 
EQUIPMENT: Medium Armor, Medium Shield, 2d6+2 SC 


DUERGAR AMBUSHER (Dwarf, Competent) 


Duergar Ambushers are those who seek new victims to rob. 


HEALTH 
ATTACK 
BODY 


1 Attack Type 
2 
3 

AGILITY 1 CROSSBOW IMPALING 
2 
2 


AXE SLASHING 


MIND 
WILL 


MAGIC POINTS | 8 INIT. | +4 BLOCK / DODGE +2/+1 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Darkvision, Daylight Blindness, Plebeian, Shield Proficiency, Strong Back, Survivalist 
SKILLS: Hide +2, Knowledge (Common) +1, Sneak +2, Spot +2, Survival (Caves) +2 
EQUIPMENT: Light Armor, Small Shield, 1d6+4 SC. In a group of AMBUSHERS there is always one equipped with a CROSSBOW. 


DUERGAR EXECUTIONER (Dwarf, Advanced) 


HEALTH Attack Type 
ATTACK TWO HANDED AXE SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 2 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Medium), Civilized, Darkvision, Daylight Blindness, Defensive Awareness, Improved Initiative, Plebeian, Shield 
Proficiency, Strong Back, Survivalist, Weapon Focus (Two Handed Axe), Weapon Proficiency (Two Handed) 

SKILLS: Intimidate +4, Knowledge (Common) +2, Listen +1, Spot +2, Survival (Caves) +3 

EQUIPMENT: Medium Armor, 1d6+8 GC 


DUERGAR SLAVER (Dwarf, Competent) 


HEALTH Attack Type 
ATTACK WAR AXE SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE +2/+1 | | ARMOR P. 2 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Medium), Civilized, Corrupted, Darkvision, Daylight Blindness, Defensive Awareness, Evil, Improved Initiative, 
Plebeian, Survivalist 

SKILLS: Knowledge (Common) 4+, Spot 4+, Survival (Caves) 4+ 

EQUIPMENT: Medium Armor, Small Shield, 1d6+4 SC. 


PORCUPINE EFFIGY (Undead) 


Similar to the Rat Effigies, these creatures are able to use their long quills as weapons, but also to grab one and then throw it at their enemies. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK QUILL +1 - 1 PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambusher, Arcane Reserve, Darkvision, Quick, Quills, Small, Tough Skin, Undead, Weapon Proficiency (Throwing) 
SKILLS: Climb 4+, Spot 4+ 


QUILLS: 
A PORCUPINE EFFIGY is able to use his own quills as weapons or to throw them. A Quill has a REACH of 4. 


RAT EFFIGY (Undead) 


These strange creatures are reanimated by black magic from the corpses of dead animals, usually Dire Rats, dirt, and roots. 
Like the other effigies, they hunt the living without rest. 


HEALTH Attack Damage Type 
ATTACK POINTY STICK 1 PIERCING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambusher, Arcane Reserve, Darkvision, Quick, Small, Tough Skin, Undead 
SKILLS: Climb +2, Listen +1, Spot +1 


SWINE EFFIGY (Undead) 


Similar to the Rat Effigies, they are reanimated by the hatred imbued in the skeletons of the P'Orcs killed throughout the centuries. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK RUDIMENTARY MACE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Darkvision, Squeal, Tough Skin, Undead 
SKILL: Climb +1, Listen +1, Spot +1 


SQUEAL: 

A SWINE EFFIGY can spend One Action to start squealing horribly. 

All Creatures within 5 Squares must pass a WILL CHECK or suffer a -1 to their Attack during their next Combat Round. 
This is considered a MIND EFFECT, but a CREATURE can only be affected from it once. 


WENDIGO (Undead) 


Wendigos are terrifying creatures made of bones, rot, mud, and hatred which only seek to hunt down any living being. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK CLAW +3 6+ 2 NECROTIC 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 2 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Arcane Reserve, Critical Hit (Claw), Darkvision, Defensive Awareness, Immunity to Cold, Large, Terror, Tough Skin Il, Track, 
Undead 
SKILL: Climb +2, Listen +2, Sneak +2, Spot +2 


GAZER (Eldritch) 


HEALTH Attack Mod Type 
ATTACK BEAR RAY +2/+2/+2 ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 22 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEAT: Arcane Reserve, Beam Ray, Eldritch, Fear, Levitate, Multiple Attacks, Sentinel, Track 
SKILLS: Listen +1, Search +3, Spot +4 


Beam Ray: 


The GAZER is able to shoot arcane beams from his eyes which counts as Ranged Attacks that will hit the first creature within 6 Squares and will 
ignore any Concealment. The BEAMRAY uses the Gazer's MIND value instead of ATTACK. 


STAR SPAWN (Eldritch) 


HEALTH Attack Mod Type 
ATTACK TENTACLES +3/+3/+3 BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 22 INIT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 2 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Arcane Reserve, Blind Sight (Arcane), Breath Underwater, Darkvision, Defensive Awareness, Eldritch, Magic Resistance (1), 
Improved Initiative, Tentacles, Terror, Tough Skin Il 
SKILLS: Listen +2, Spot +1 


ELEMENTALS 
ARCANE SERVANT (Elemental) 


Arcane servants that are commonly created by wizards to take care of simple tasks, usually keeping a room clean, doing a repetitive task, or simply for company. 
They don't talk but seems to understand the same language spoken by their masters. They have a very simple humanoid shape without any remarkable detail. 
Still, some wizards like to improve their shapes with additional minor spells, like adding a definite face, shape, height, or other details. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SLAM +1 - 1 ARCANE 
BODY 


AGILITY 
MIND 
WILL 


MAGICPOINTS! 16 | INT. +2) | BLocK/DODGE)  -/+4 | | ARMOR 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Darkvision, Elemental, Improved Initiative 
SKILLS: Listen +1, Spot +1 


FIRE-FLY (Elemental) 


These bizarre creatures are a sort of flaming insects who are often summoned by careless Wizards. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK BLAZING CLAW +2 - 1 FIRE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. | +2 BLOCK / DODGE -/+2 ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Elemental, Immunity to Fire, Levitate, Reach (2), Vulnerable to Cold (1) 
SKILLS: Listen +1, Spot +1 


FIRE SALAMANDER (Elemental) 


Fire Salamanders are creatures with the lower body of a snake, the torso of a humanoid creature, and the head of a lizard. 


Tall and strong, they seem strangely aggressive and fierce even for being simple elementals, but such hatred is probably caused by the spells required for binding 
them in the material plane. 


HEALTH Attack Damage Type 

ATTACK BLAZING TRIDENT 2 FIRE 
BODY 

AGILITY 
MIND 
WILL 


MAGIC POINTS | 18 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Breath Attack (Fire), Charge, Combat Awareness, Elemental, Immunity to Fire, Large, Levitate, Tough Skin Il, 
Vulnerable to Cold (1), Weapon Proficiency (Polearms) 
SKILLS: Listen +2, Spot +2 


CE CRAWLER (Elemental, Cold) 


HEALTH Attack 
ATTACK ICE CLAW 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambusher, Arcane Reserve, Blind Sight (Heat), Darkvision, Elemental, Immunity to Cold, Ice Thorns, Improved Initiative, Quick, 
Small, Tough Skin, Vulnerable to Fire (1) 
SKILLS: Climb +2, Hide +1, Listen +1, Sneak +1 


ICE THORNS: 
Has the same effect as the THORNS FEAT but it deals Cold Damage instead. 


ICE STALKER (Elemental, Cold) 


HEALTH Attack 
ATTACK ICE CLAW 
BODY 
AGILITY ICE SHARD 
MIND 
WILL 


MAGIC POINTS | 16 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambusher, Arcane Reserve, Blind Sight (Heat), Darkvision, Elemental, Ice Shards, Ice Thorns, Immunity to Cold, Improved 
Initiative, Quick, Tough Sentinel, Skin Il, Track, Vulnerable to Fire (1) 
SKILLS: Climb +3, Hide +3, Listen +2, Sneak +3, Spot +2 


ICE SHARDS: 

Once every 1d3+1 Combat Rounds, an ICE STALKER can spend 2 Actions to release a burst of ICE SHARDS from its body. 

The shards are considered a Ranged Attack that will hit every creature within 1 Square, ignoring any Concealment. 

If the ICE STALKER uses this FEAT while in a glacial cave or a zone rich of snow or during a snow blizzard, it only needs to wait a single Combat Round 
before being able to release them again. 


DREAM CHILD (Fey, Competent) 


Also called Fey Touched or Witch Spawn, the Dream Child are born from a human and a fey creature. While almost similar to 
humans, they also tend to show bizarre traits to remember their unusual heritage. Commonly a Dream Child has white hair since 
birth while some others also have silver or golden eyes. Others could instead obtain a more brutish and feral aspect, if they are 
generated from evil parents, such as Dullahan or Trolls. Dream Child also tend to decorate themselves with peculiar and unusual 
trinkets, mostly based on symbols associated with the Fey folk or with runic magic. They also share a strong affinity with nature or 
places with high presence of magic and some of them also become mages or shamans. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SPEAR +2 - 1 PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Combat Awareness, Defensive Awareness, Fey, Improved Initiative, Quick, Quick Reflexes, Tough Skin, Track, Unbound, Weapon 
Proficiency (Polearms), Wild 

SKILLS: Hide +3, Sneak +3, Survival (Forest) +3, Survival (Fey World) +3, Track +3 

EQUIPMENT: Cloak, Runic Trinkets, Simple Clothes, 1d3+3 SC 


DULLAHAN (Fey, Advanced) 


HEALTH Attack Type 
ATTACK LONG SWORD SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+3 ARMOR P. 2 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Medium), Blue Blood, Brawler, Civilized, Combat Awareness, Critical Hit (Long Sword), Defensive Awareness, 
Dullahan, Fey, Improved Initiative, Ride (Horse) 

SKILLS: Intimidate +3, Knowledge (Common) +2, Listen +2, Ride +3, Spot +2, Survival (Fey World) +4 

EQUIPMENT: Medium Armor, Metallic Helmet, Ragged Cloak, 1d6+4 GC 


DULLAHAN: 

Dullahans are strange creatures with the supernatural ability to detach their head without any problem, which is often used to unnerve or scare 
their foes. Once per Combat, a DULLAHAN can detach his head by spending 1 Action, and it will be considered to cause FEAR for 1d3 Combat 
Rounds but only against other Humanoid Creatures. If the head is separated from the body, the head will maintain only his MIND and WILL 
characteristics, while the body the other stats. A DULLAHAN'S Head has AHEALTH value of 2 and if is destroyed, the DULLAHAN will be slain. 

If the Head is wearing AHELMET it will also have the same Armor value of his ARMOR. It's also possible to knock off a DULLAHAN'S Head with 
exceptionally hard blows 


DULLAHAN WARRIOR (Fey, Advanced) 


HEALTH Attack Type 
ATTACK LONG SWORD SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 3 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Heavy), Blue Blood, Brawler, Charge, Civilized, Cleave, Combat Awareness, Critical Hit (Long Sword), 
Defensive Awareness, Dullahan, Fey, Improved Initiative, Quick, Ride (Horse), Unbound, Weapon Focus (Long Sword) 

SKILLS: Intimidate +4, Knowledge (Common) +3, Knowledge (Military) +3, Listen +3, Ride +3, Spot +3, Survival (Fey World) +4 
EQUIPMENT: Heavy Armor, Metallic Helmet, Steel Long Sword, Ragged Cloak, 2d6+5 GC 


ROSE DRYAD (Fey, Plant) 

As beautiful as they are dangerous, the Rose Dryads aren't evil per se, but have an uncommon taste for blood. It's theorized that they use it to grow such beautiful 
roses of theirs. Rose Dryads have a more feminine shape than other Dryads, probably to attract humans and similar creatures which they will then bite and feed on 
all of their blood. Some will simply drink and then leave them be. 


HEALTH Attack Mod Damage Type 
ATTACK CLAWS +3/+3 1 PIERCING 

BODY 
AGILITY PIERCING 


MIND 
WILL 


MAGIC POINTS | 8 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Ambusher, Brawler, Defensive Awareness, Fey, Improved Initiative, Plant, Resistance to Piercing (1), Quick, Thorns, Tough Skin, 
Track, Unbound, Vampiric Bite, Wild 
SKILLS: Hide +3, Sneak +3, Survival (Fey World) +4, Tracking +3 


REDCAP (Fey, Competent) 

Redcap are a strange breed of fey which are particularly violent and often lurk the borders of violent battles, chasing off those who fled or the injured survivors just 
for the sake of inflict pain. The name Redcap is originated by the fact that they wear red cowls or hats which are always washed in the blood of people slain during 
combat and are usually avoided even by other fey. 


HEALTH Attack Damage Type 
ATTACK SICKLE 1 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Light), Brawler, Corrupted, Critical Hit (Sickle), Evil, Fey, Improved Initiative, Quick, Small, Track, Wild 
SKILLS: Intimidate +2, Search +1, Survival (Fey World) +3, Survival (Hills) +2, Tracking +3 
EQUIPMENT: Light Armor, Red Cap, 1d3+3 GC 


REDCAP HALBERDIER (Fey, Advanced) 


HEALTH Attack Type 
ATTACK HALBERD SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+4 | | ARMOR P. 2 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Medium), Brawler, Charge, Combat Awareness, Corrupted, Critical Hit (Halberd), Evil, Fey, Improved Initiative, 
Quick, Small, Track, Weapon proficiency (Polearms), Wild 

SKILLS: Climb +2, Intimidate +3, Knowledge (Common) +2, Knowledge (Military) +2, Listen +1, Search +2, Survival (Fey World) +3, Survival 
(Hills) +2, Tracking +3 

EQUIPMENT: Medium Armor, Red Cap, 1d3+6 Coins 


ANCIENT SOLDIER (Undead, Competent) 


The ghost of a soldier who died centuries ago in a forgotten war. 


HEALTH Attack Mod | Crit Type 
ATTACK GHASTLY SPEAR +2 - ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 16 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Armor Proficiency (Light), Civilized, Darkvision, Defensive Awareness, Plebeian, Semi-Ethereal, Undead, Weapon 
Proficiency (Spear) 

SKILL: Listen +1, Spot +1 

EQUIPMENT: Light Armor 


BANSHEE (Undead) 


It is said that Banshees are the angry spirits of women who died of a broken heart caused by someone, while in some other cultures it is said that they are the spirit 
of women who died while giving birth or who lost their child in such way. Whichever is the truth, Banshee are often considered an ill omen for those who encounter 
them. They travel alone, mourning and wailing in their grief, but become extremely aggressive towards any living creature who dares to disturb their sorrow. 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 20 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Civilized, Darkvision, Ethereal, Fear, Improved Initiative, Levitate, Plebeian, Undead, Wail 
SKILL: Listen +2, Spot +2 


WAIL: 

Once every two Combat Rounds, the BANSHEE can emit a dreadful wail that is capable of terrorizing even the most brave Knight. 

The WAIL will affect all Creatures within 8 Squares who are able to hear her, and will cause FEAR to them or TERROR if within 3 Squares of her. Failing 
any FEAR or TERROR Check will also cause 1 Psionic Damage as Direct Damage to the Creature, while obtaining a 1 will cause 2 Damages 
instead. The FEAT deals 1 additional damage to LARGE or bigger creatures. Against creatures which are Immune to Psionic Damage, it will cause 
Sonic Damage instead, but can only inflict 1 Damage per use. 


Note: Banshee are usually human women, but they some other races can become Banshees too. Notice that this example of a Banshee 
assumes that she was probably a commoner or a peasant, but a GM can change her Origin to being Noble or else. 


SPECTRAL STEED (Undead) 


HEALTH Attack Type 
ATTACK GHASTLY HOOF ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Darkvision, Fear, Semi-Ethereal, Spectral Steed, Undead 
SKILLS: Jump +3, Listen +2, Spot +2 


SPECTRAL STEED: 

A SPECTRAL STEED is considered to LEVITATE even while running or charging and can become ETHEREAL for the purpose to pass through solid objects Once 
per Combat Round, but it can't end his movement in a place already occupied by any Solid Object or Creature. 

If a Creature is riding the SPECTRAL STEED and has the RIDE (SPECTRAL STEED) FEAT, it will also become ETHEREAL during the movement. 

The SPECTRAL STEED can also charge through other creatures, which are then forced to perform a Terror Check. 


GHOUL (Undead) 


A Ghouls is a hideous creature who devours the corpses of the dead, but also hungers for the flesh of the living. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK BITE +1 6+ 1 SHREDDING 
BODY 

AGILITY SLASHING 


MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Ugly 


FEATS: Ambusher, Darkvision, Putrid Claws, Quick, Track, Undead 
SKILLS: Hide +2, Listen +1, Sneak +2, Tracking +2 


PUTRID CLAWS: 
When a GHOUL successfully hits a Creature with his CLAWS, roll a d6: on a result of 5+ the damage type is changed from SLASHING to POISON. 
Has no effects on CONSTRUCTS, ELEMENTALS, SLIMES and UNDEADS. 


GHAST (Undead) 


Ghasts are a stronger version of a Ghoul and even more dangerous. 


HEALTH Attack Mod Type 

ATTACK BITE +2 SHREDDING 
BODY 

AGILITY SLASHING 


MIND 
WILL 


MAGIC POINTS | 8 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Ugly 


FEATS: Ambidexterity, Ambusher, Combat Awareness, Critical Hit (Bite), Darkvision, Improved Initiative, Putrid Claws, Quick, Track, 
Undead 
SKILLS: Hide +3, Intimidate +3, Listen +2, Sneak +3, Tracking +2 


STRIGO! (Undead) 


A Strigoi is a Ghast who managed to drink the Blood of a Vampire, becoming even more powertul. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK BITE +3 4+ 2 SHREDDING 
BODY 

AGILITY SHREDDING 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +5 BLOCK / DODGE -/+4 | | ARMOR P. 2 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Ugly 


FEATS: Ambidexterity, Ambusher, Brawler, Combat Awareness, Corrupted, Critical Hit (Bite), Critical Hit (Claws), Darkvision, Devourer, 
Evil, Improved Initiative, Loner, Quick, Tough Skin Il, Track, Undead, Vampirism 
SKILLS: Climb +4, Hide +4, Jump +4, Listen +2, Sneak +4, Spot +2, Tracking +3 


DEVOURER: 
A STRIGO!I improves his CRITICAL HIT with his BITE by 1. 


LONER: 
STRIGOI are solitary Creatures, and only one can be encountered, even during a Multiplayer Game. 
Still, if encountered during a Multiplayer Game, they obtain +3 Health. 


JOTUNN (Giant, Advanced) 
The Jétunn are those giants which live in the northern regions within ice and snow. 
Strong and cruel, they are feared by those which live such cold and inhospitable lands. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK GREAT AXE +3 6+ 2 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 2 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Medium), Civilized, Critical Hit (Great Axe), Defensive Awareness, Fear, Huge, Resistance to Cold (5), Track 
SKILLS: Climb +5, Intimidate +4, Spot +3, Survival (Mountain) +3, Tracking +3 
EQUIPMENT: Fur Cloak, Medium Armor, Metallic Helmet, 2d6+2 GC 


OGRE (Giant, Advanced) 
Also known as Hill Giants, the Ogres are the most common of all the giants which mostly resemble very tall and brutish humans. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK CLUB +3 - 2 BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY NONE TRAITS Ugly 


FEATS: Savage, Large, Tough Skin, Unbound 
SKILLS: Intimidate +2, Spot +2 Survival (Hills) +2 
EQUIPMENT: Primitive Clothes, 1d3+1 GC 


GOBLINS 


The most common Minion/Cannon Fodder/Weakling Creature with a propensity towards being cruel and cowardly. Their peculiar trait is that, as a 
species, they can inherit some of their father's traits, which means that while pure-breed goblins or goblins which breed with orcs are usually 
ugly, those which breed with humans or elves tend to generate goblins with an an actually exotic look, more similar to such races than the 
classical horrid appearance, but only for those goblins generated from a female goblin and a male of another race. This is probably why goblins 
are extremely able to adapt to any civilization they encounter or live nearby, and also why they are the major supporters for slavery in all its 
forms. 


GOBLIN (Goblin, Competent) 
The typical Goblin you can encounter, no need for elaborate descriptions here. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK BLADE +1 - 1 SLASHING 
BODY 


AGILITY JAVELIN IMPALING 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Ugly 


FEATS: Quick, Small, Weapon Proficiency (Throwing) 
SKILLS: Hide +2, Sneak +2, Survival (Caves) +2 
EQUIPMENT: Simple Clothes, 1d6+1 Coins. Every 4 Goblins, one is armed with a pair of Javelins. 


GOBLIN AMBUSHER (Goblin, Competent) 


Ambushers are stronger goblins who have managed to survive long enough or who have received specialized training. 
Ambushers are usually those appointed to gather new slaves. 


HEALTH Attack Mod Damage Type 
ATTACK SPEAR +2 1 SLASHING 
BODY 


AGILITY JAVELIN IMPALING 
MIND 
WILL 


MAGIC POINTS. 8 | INIT. +4 "BLOCK / DOvGE -/+3 | | ARMOR P. | 2 | | MOVE. | 5 | 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Ugly | 


FEATS: Agile Opportunist, Ambusher, Armor Proficiency (Medium), Defensive Awareness, Improved Initiative, Quick, Small, Track, 
Weapon Proficiency (Polearms and Throwing) 

SKILLS: Climb +3, Hide +3, Sneak +3, Survival (Caves) +3, Tracking +3 

EQUIPMENT: Simple Clothes, 1d6+1 GC. Every 4 Goblins, one is armed with a pair of Javelins. 

If hunting for slaves, some of them also carry ropes and nets. 


OBLIN PEASANT ADVENTURER (Goblin, Competent) 


HEALTH 


Attack 


Type 


ATTACK 


SPEAR 


PIERCING 


BODY 


AGILITY 


WILL 


MAGIC POINTS 


4 


INIT. ) +1 


BLOCK / DODGE -/+1 


| | ARMOR P. 


1 


ALIGNMENT 


NEUTRAL 


MORALITY 


NEUTRAL 


TRAITS 


None 


FEATS: Armor Proficiency (Light), Defensive Awareness, Plebeian, Small 
SKILLS: Hide +2, Spot +2, Survival (Caves) +2 
EQUIPMENT: Light Armor, Spear, Torch 


INFERNALS 


HELLHOUND (Beast) 


HEALTH Attack Type 
ATTACK BITE SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Combat Awareness, Immune to Fire, Improved Initiative, Quick, Scent, Track, Vulnerable to Cold (1) 
SKILLS: Jump +3, Listen +2, Tracking +2 


BLAZING HELLHOUND (Beast) 


HEALTH Attack 

ATTACK BITE 
BODY 

AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Breath Attack (Fire), Combat Awareness, Defensive Awareness, Evil, Immune to Fire, Improved Initiative, Quick, Ranged 
Awareness, Scent, Tough Skin, Track, Vulnerable to Cold (1) 
SKILLS: Jump +4, Listen +2, Spot +2, Tracking +3 


HELLHOUND MISTRESS (Beastfolk, Advanced) 


Hellhound Mistresses are loyal warriors devoted to the cause of Evil, and are usually the result of a union of a Human with a Hellhound. 
As the name suggest Hellhound Mistresses are all females, while the males usually became Hellhound Tyrants. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK HALBERD +3 - 2 SLASHING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Brawler, Combat Awareness, Defensive Awareness, Evil, Immune to Fire, Improved Initiative, Lawful, Power Attack, Scent, 
Summon Hellhound, Tough Skin, Track, Vulnerable to Cold (1), Weapon Proficiency (Polearms) 

SKILLS: Intimidate +4, Knowledge (Law) +4, Listen +3, Spot +3, Tracking +4 

EQUIPMENT: Gladiatorial Armor, Iron Collar, 1d6+5 GC 


SUMMON HELLHOUND: 
Once per Hour, a HELLHOUND MISTRESS can spend 2 Actions to summon a HELLHOUND for 10 minutes, to help her in combat. 
The summoned HELLHOUND obtains +1 HEALTH. 


FERNAL CHASER (Devil) 
According to old stories, the Infernal Chasers are a type of devils which are specialized to hunt down criminals or people who have committed adultery, fraud, or 
similar accusations for the sole purpose of imprisoning and then torturing them until they die. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SPEAR +2 - 1 PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Combat Awareness, Evil, Improved Initiative, Pure, Track, Weapon Proficiency (Pole-arms) 
SKILLS: Listen +3, Search +3, Spot +3, Tracking +4 
EQUIPMENT: Light Armor, Spear, 1d3+3 GC 


INFERNAL JAILER (Demon, Competent) 


HEALTH Attack Type 
ATTACK WHIP SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Defensive Awareness, Quick, Tough Skin 
SKILLS: Intimidate +2, Listen +2, Sense Motive +2, Spot +2 
EQUIPMENT: Light Armor, Spear, 1d3+4 SC 


INSECTS 


ANT DRONE (insect) 


A humanoid-shaped ant. Great workers, but also quite weak during combat. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK CLAW +1 - 1 SLASHING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 1 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Insect 
SKILL: Climb +2 


ANT SOLDIER (Insect, Competent) 


Bigger than the Drones, the soldiers usually are more resilient and aggressive. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK CLAWS +2/+2 - 1 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 1 INIT. | +2 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Ambidexterity, Improved initiative, Insect, Tough Skin 
SKILL: Climb +3, Listen +2 


BLADE SPIDER (insect) 


HEALTH Attack Type 
ATTACK BITE PIERCING 


BODY 
AGILITY BLADE-LEGS IMPALING 
MIND 
WILL 


MAGIC POINTS | 6 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambusher, Combat Awareness, Critical Hit (Bite), Darkvision, Defensive Awareness, Insect, Quick, Spider Movement, Tough Skin 


Il, Venomous Bite, Webs 
SKILL: Climb +3, Listen +2, Sneak +3, Spot +2 


DRIDER (Insect) 


It is said that Driders were once humans or elves cursed by the gods or powerful magics and turned into spider-like abominations. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Daylight Blindness, Darkvision, Insect, Large, Quick, Spider Movement, Survivalist, Tough Skin, Webs 
SKILL: Listen +2, Sneak +3, Spot +2, Survival (Underground) +3 


FIREBUG (insect) 


HEALTH Type 
ATTACK PIERCING 


BODY 
AGILITY FLAME BURST 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Flame Burst, Insect, Quick, Ranged Awareness, Tough Skin 
SKILL: Climb +3, Listen +2, Spot +1 


FLAME BURST: 


A FIREBUG can emit a burst of flames form his mouth, Once every 1d3 Rounds. 
The burst has a Reach of 3 and if the attack roll obtains a result of 6, the damage dealt is increased by 1. 


GIANT BEETLE (Insect) 


HEALTH Type 
ATTACK PIERCING 


BODY 
AGILITY BLUDGEONING 


MIND 
WILL 


MAGIC POINTS | 1 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Combat Awareness, Critical Hit (Bite), Darkvision, Defensive Awareness, Insect, Tough Skin II 
SKILL: Listen +1, Spot +1 


GUARDIAN BEETLENOID (Insect) 
Guardian Beetlenoids are those which protect both the BEETLE BRINEESS and Queen and are renown for their resistance and might. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SLAM +3/+3 | 5+ 2 CRUSHING 


BODY 
AGILITY CRUSHING 


MIND 
WILL 


MAGIC POINTS | 1 INIT. ) +1 BLOCK / DODGE +3/+1 | | ARMOR P. 3 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Combat Awareness, Critical Hit (Slam), Darkvision, Hard Chitin, Insect, Large, Power Attack, Tough Skin Ill 
SKILL: Climb +4, Listen +2, Spot +1 


HARD CHITIN: 


GUARDIAN BEETLES have a hardened chitin which allows them to Block Attacks as they where equipped with a MEDIUM SHIELD. 
GUARDIAN BEETLES can Re-Roll a result of 1 when trying to Block, Twice per Combat. 


HORNET ROAMER (Insect) 


HEALTH Attack Type 
ATTACK CHITIN SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Combat Awareness, Fly, Insect, Quick, Tough Skin, Track, Weapon Proficiency (Polearms) 
SKILL: Climb +1, Spot +1, Tracking +1 
EQUIPMENT: Chitin Spear 


SCORPIONOID (insect) 


Scorpionoids are similar to driders in shape, with the exception that they are based on scorpions rather than spiders. 
Even so, Scorpionoids are less aggressive unless provoked. 


HEALTH Attack Damage Type 
ATTACK CLAWS 1 SLASHING 


BODY 
AGILITY SLASHING 


MIND 
WILL SCORPION TAIL +2 6+ 1 IMPALING 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Ambidexterity, Combat Awareness, Darkvision, Insect, Large, Scorpion Tail, Tough Skin, Track, Survivor, Wild 
SKILLS: Climb +2, Listen +2, Sneak +2, Survival (Desert) +3, Tracking +2 


PIDER (Insect) 


Sometimes it could happen that some insects will grow in size thanks to contact with Alchemical liquids or arcane sources. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK BITE +2 - 1 PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 2 INIT. | +2 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Darkvision, Insect, Quick, Spider Movement, Tough Skin, Venomous Bite (Deals the additional damage only with a 5+), Webs 
SKILL: Hide +1, Listen +1, Sneak +2, Spot +2 


SPIDERLING (insect) 


‘A Spiderling has the same size of a medium-sized dog. Nonetheless, it should not be considered a small threat. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK BITE +1 - 1 PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 2 INIT. | +2 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Darkvision, Insect, Small, Spider Movement, Venomous Bite (Deals the additional damage only with a 5+), Webs 
SKILL: Hide +1, Listen +1, Sneak +1, Spot +1 


KOEOLOS 


KOBOLD (Kobold, Competent) 


HEALTH Attack Type 
ATTACK SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Improved Initiative, Savage, Small, Unbound, Weapon Proficiency (Polearms) 
SKILLS: Climb +1, Sneak +1, Survival (Jungle) +2 
EQUIPMENT: Simple Clothes, 1d3+1 SC 


KOBOLD FIGHTER (Kobold, Competent) 


HEALTH Attack Type 
ATTACK SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Defensive Awareness, Improved Initiative, Quick, Savage, Small, Unbound, Weapon Proficiency 


(Polearms) 
SKILLS: Climb +2, Intimidate +2, Listen +2, Sneak +2, Spot +2, Survival (Jungle) +3 
EQUIPMENT: Light Armor, 1d3+1 SC 


KOBOLD PEASANT ADVENTURER (Kobold, Competent) 


HEALTH Attack Type 
ATTACK SPEAR PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. ) +1 BLOCK / DODGE -/+2 ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Light), Defensive Awareness, Savage, Small, Unbound 
SKILLS: Climb +1, Hide +1, Listen +1, Spot +1, Survival (Jungle) +2 
EQUIPMENT: Light Armor, Spear, Torch 


OBOLD PRIEST (Kobold, Competent) 


The Priests are the guides and counselors of the Kobold community and they both provide knowledge and healings. The priests are those which held the 
knowledge of ancient traditions and ceremonies related to the Cult of Krealt. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK QUARTERSTAFF +1 - 1 BLUDGEONONG 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Act of Faith, Benediction, Clerical Inspiration, Healer, Herbalist, Quick, Savage, Scholar, Small, Tough Skin, Unbound, Weapon 
Proficiency (Polearms) 

SKILLS: Bluff +3, Knowledge (Herbalist) +3, Knowledge (History) +3, Knowledge (Myths and Legends) +3, Knowledge (Religion) +3, 
Persuade +3, Sense Motive +3, Survival (Jungle) +3 

EQUIPMENT: Healing Herb (x4), Holy Symbol of Krealt, Priest’s Garment, Exotic Trinkets (worth 2d6+3 Coins) 


JUNGLE KOBOLD (Kobold, Competent) 


Jungle Kobolds are more fierce and aggressive than normal Kobolds, and are more related to Dinosaurs than Dragons. 
Jungle Kobolds are the true natives of the CANOPYJUNGLE, who where mistaken as allies by the fleeing Kobolds who escaped from the BRAGONM QUEEN, only to discover 
that they have embraced a different and more bloodthirsty culture. 


HEALTH | 1 
ATTACK | 1 
BODY 2 
AGILITY | 2 
1 

2 


Attack Mod Damage Type 
SPEAR +1 1 PIERCING 


MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Combat Awareness, Evil, Savage, Small, Tough Skin, Track, Unbound, Weapon Proficiency (Polearms) 
SKILLS: Climb +1, Intimidate +2, Sneak +2, Survival (Jungle) +2, Tracking +2 
EQUIPMENT: Simple Clothes, Exotic Trinkets (worth 1d6+3 SC) 


JUNGLE KOBOLD PRIEST (Kobold, Competent) 


The Priests are those which officiate all the bloody rituals and sacrifices to their sanguinary God Xaqqua. They are respected members of the community and also 
those which possess a certain amount of power, while still being servant of the Princess or the Warchief. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK CEREMONIAL DAGGER +1 6+ 1 SHREDDING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. | +4 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Act of Faith, Benediction, Clerical Inspiration, Defensive Awareness, Savage, Scholar, Small, Tough Skin, Unbound 

SKILLS: Bluff +3, Intimidate +3, Knowledge (Myths and Legends) +3, Knowledge (Occultism) +3, Knowledge (Religion) +3, Persuade +3, 
Survival (Jungle) +4 

EQUIPMENT: Holy Symbol of Xaqqua, Priest’s Garment, Exotic Trinkets (worth 2d6+3 GC) 


JUNGLE KOBOLD SHAMAN (Kobold, Competent) 
Shamans are those who studied the arcane secrets from the ancient ruins and obtained a form of respect from the other members of their Kin, while they seem to 
always been in competition with the Priests when trying to council the Princesses or Warchief. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK SHAMAN’S STAFF +1 - 1 BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 32 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Apprentice Spellcaster (Nature), Arcane Training, Defensive Awareness, Religious, Savage, Scholar, Small, Tough Skin, Unbound 
SKILLS: Bluff +3, Climb +2, Knowledge (Arcane) +3,Knowledge (Myths and Legends) +3, Knowledge (Religion) +3, Persuade +2, Sense 
Motive +2, Survival (Jungle) +3 

EQUIPMENT: Idol of Xaqqua (Counts as Spellbook), Shaman's Clothes, Shaman's Staff (Apprentice), Exotic Trinkets (worth 2d6+3 GC) 
SPELLS: Blaze (3), Detect the Arcane (1), Floating Light (3), Lesser Restoration (7), Roar (10), Silent Symbol (1), Tangling Vines (10) 


JUNGLE KOBOLD SKIRMISHER (Kobold, Competent) 


Skirmishers are the common troops of the Jungle Kobolds, but also function as explorers and slavers. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK JAVELIN +3 6+ 1 IMPALING 
BODY 

AGILITY MACUAHUITL SLASHING 
MIND 
WILL 


MAGIC POINTS INIT. | +3 BLOCK / DODGE +3/+3 | | ARMOR P. 1 


ALIGNMENT MORALITY | NEUTRAL TRAITS None 


FEATS: Combat Awareness, Quick, Savage, Shield Proficiency, Small, Tough Skin, Track, Unbound, Weapon Proficiency (Throwing) 
SKILLS: Intimidate +3, Spot +2, Survival (Jungle) +2, Tracking +2 
EQUIPMENT: Simple Clothes, Medium Shield, Exotic Trinkets. For every 3 Skirmishers, one is equipped with a pair of Javelins. 


UNGLE KOBOLD ZEALOT (Kobold, Advanced) 


The Zealots are fanatical Jungle Kobolds who only live for the cause of their race and follow the directives of the Priests without any hesitation. They actively 
promote the rule of their princess and are extremely loyal to their bloody god, Xaqqua. Zealots also hunt down those Kobolds who dare to defy the God's word and 
their despicable northern cousins. 


HEALTH Attack Damage Type 
ATTACK BLOODY MACUAHUITL 2 ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +4 BLOCK / DODGE -/+3 ARMOR P. 3 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Tattoo 


FEATS: Act of Faith, Armor Proficiency (Heavy), Brawler, Clerical Inspiration, Combat Awareness, Corrupted, Critical Hit (Mace), Defensive 
Awareness, Evil, Improved Initiative, Quick, Savage, Slayer (Kobold), Small, Smite (Good), Spin Attack, Tough Skin, Track, Unbound 
SKILLS: Climb +3, Intimidate +4, Jump +3, Knowledge (Religion) +3, Search +3, Sense Motive +2, Spot +3, Survival (Jungle) +4, Tracking +4 
EQUIPMENT: Ancient Armor (Heavy), Bloody Macuahuitl (Steel), Skull Helmet (Count as Metallic Helmet), Exotic Trinkets (2d6+10 GC) 


LIZAROFOLK 


LIZARDFOLK (Lizardfolk, Competent) 


HEALTH Attack Type 
ATTACK PRIMITIVE MACE BLUDGEONING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Amphibian, Swim Speed (3), Tough Skin, Track, Unbound, Wild 
SKILL: Climb +1, Jump +1, Sneak +2, Survival (Swamp) +2, Tracking +2 


KUO-TOA (Merfolk, Competent) 


HEALTH Attack Type 
ATTACK HARPOON IMPALING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEAT: Amphibian, Darkvision, Daylight Blindness, Swim Speed (3), Track, Weapon Proficiency (Ranged), Unbound, Wild 

SKILL: Sneak +2, Survival (Sea Shore) +2, Tracking +2 

EQUIPMENT: Rudimentary Harpoon. For every four Merfolk, one is also armed with 3 additional harpoons that can be used as ranged 
weapons. 


KUO-TOA CAPTURER (Merfolk) 


HEALTH Attack Type 
ATTACK HARPOON IMPALING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEAT: Amphibian, Combat Awareness, Darkvision, Daylight Blindness, Ensnare, Improved initiative, Swim Speed (3), Tough Skin, Track, 
Weapon Proficiency (Ranged), Unbound, Wild 

SKILL: Sneak +2, Survival (Sea Shore) +3, Tracking +3 

EQUIPMENT: 4 Harpoons. For every four Kuo-toa Capturers, two are equipped with a Large Net. 


ENSNARE: 

A KU0-T0A can throw an equipped Net against a single creature within 4 Squares, for the purpose of entrapping it. The Creature must pass a BODY 
Check or remain ensnared by the net and be unable to Attack or Block while halving it's Movement value and ATTACK value. If the Creature rolls 
a 1, it will be unable to act at all as long as it's ensnared. An Ensnared Creature can only cast a spell with a result of 4+ on a d6, while suffering 
a -2 to it's Casting Roll. The net can ensnare two SMALL Creatures that are near each other, while against LARGE Creatures it will only reduce their 
movement by 1 if thrown at their legs, or their ATTACK value by one if thrown at their arms/legs/tentacles. 


OCTOMERMAID (Merfolk, Competent) 
Octomermaids are similar to Mermaids with the difference that instead of the lower body of a fish they have a lower body of an octopus or squid. 
While mostly carnivorous, they tend to capture adult males of other humanoid species to reproduce their own kin or for personal fun. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK CLAW +2 6+ 1 SLASHING 
BODY 

AGILITY TENTACLES BLUDGEONING 
MIND 
WILL TENTACLE +2 - 1 BLUDGEONING 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 MOVE. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Brawler, Breath Underwater, Corrupted, Critical Hit (Claw), Darkvision, Defensive Awareness, Slippery Skin, Swimming Speed (5), 
Tentacles, Unbound, Wild 
SKILL: Listen +2, Spot +2, Survival (Sea Shore) +2 


SLIPPERY SKIN: 
Other Creatures suffer a -1 when trying to Grab and/or Hold an OCTOMERMAID due to her soft but slimy skin. 


Minions are strange creatures generated by the ancient powers of a Tower and they usually seem to obey certain orders or follow peculiar behaviors. While they 
are not really Evil, some of them seem to become even more aggressive if the other creatures inside are also Evil, or become Corrupted or even Lusttful if the 
majority of the creatures inside also follow those Moralities. While some of them are also spawned with genitalia and a rudimentary comprehension about sex or 
sexual tension, they can't really breed since they are still considered gender less and they don't really care about. Is actually the Tower who generates them 
depending on the situation. Minions have different shape and appearances, and while they are usually Small Creatures they seem to follow the Tower's Theme. 


MINION (Minion, Competent) 
Regular Minions are the most common type of Minion who can be found inside a Tower. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK ONE HANDED WEAPON +1 - 1 VARIABLE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Arcane Reserve, Combat Awareness, Minion, Small, Quick 
SKILLS: Climb +2, Jump +2, Listen +1, Spot +1 
EQUIPMENT: A One Handed Weapon. 


MINION: 

A MINION appearance usually follows the exact TOWER or DUNGEDM theme they are found in, so different TOWERS could have MINIONS with different 
shapes and forms. MINIONS do not have a specific weaponry, so they can be equipped with anything, obtaining the relative FEAT if necessary. 

For example a flooded BUNGE will have MINIONS with the BREATHUNDERWATER and/or SWIM SPEED FEAT. MINIONS are immune to Spells with the [Charm] 
descriptor. 


COMBATANT MINION (Minion, Competent) 


Larger and stronger, Combatant Minions are usually more aggressive than regular Minions. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK ONE HANDED WEAPON +2 6+ 1 VARIABLE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 16 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Arcane Reserve, Armor Proficiency (Medium), Combat Awareness, Critical Hit (Weapon Used), Defensive Awareness, Minion, 
Small, Quick 

SKILLS: Climb +3, Jump +3, Listen +2, Spot +2 

EQUIPMENT: A Weapon and a Medium Armor. 


MINION SLUGGER (Minion, Competent) 


HEALTH Attack Type 

ATTACK CAESTUS BLUDGEONING 
BODY 

AGILITY CAESTUS BLUDGEONING 
MIND 
WILL 


MAGIC POINTS | 16 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Arcane Reserve, Ambidexterity, Armor Proficiency (Light), Defensive Awareness, Minion, Small, Quick 
SKILLS: Climb +3, Jump +3, Listen +1, Spot +1 
EQUIPMENT: A couple of Caestus and a Gladiatorial Armor (Light). 


MINION WARRIOR (Minion, Advanced) 


HEALTH Attack Type 
ATTACK BERDICHE SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 18 INIT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 3 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Arcane Reserve, Armor Proficiency (Heavy), Combat Awareness, Critical Hit (Berdiche), Defensive Awareness, Improved Initiative, 
Minion, Small, Spin Attack, Quick, Weapon Proficiency (Polearms) 

SKILLS: Climb +4, Jump +4, Listen +2, Spot +2 

EQUIPMENT: Steel Berdiche, Heavy Armor 


MOLOK (Human) 


Moloks are primitive and savage creatures who live underground or inside remote caves of unexplored mountains. 
While they resemble humans, their appearance is more feral and brutal above else. Strong and tall, they are unable to grasp complex thoughts or strategies, even 
if they are formidable hunters. According to the legends the Moloks where once humans who fled from civilization and became savage cannibals. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK CLUB +2 - 1 BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Ugly 


FEATS: Ambusher, Athletic, Darkvision, Defensive Awareness, Improved Initiative, Quick, Rage, Savage, Scent, Tough Skin, Track, 
Unbound 

SKILLS: Climb +3, Jump +3, Listen +2, Spot +2, Survival (Caves) +3, Tracking +3 

EQUIPMENT: Club, Primitive Clothing 


MOLOK BRUTE (Human) 


HEALTH Attack Type 
ATTACK HEAVY CLUB BLUDGEONING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Ambusher, Athletic, Brawler, Combat Awareness, Darkvision, Defensive Awareness, Evil, Improved Initiative, Quick, Rage, Savage, 
Scent, Tough Skin, Track, Unbound 

SKILLS: Climb +4, Jump +4, Listen +3, Spot +3, Survival (Caves) +3, Tracking +3 

EQUIPMENT: Heavy Club, Primitive Clothing 


Mm¥ THOLOGICAL 
HARPY ROAMER (Mythological) 


The roamers are a type of harpies who prefers to hunt isolated prey or small groups of people, usually pilgrims and travelers, even if in large groups they can 
assault small caravans or even carriages. 


HEALTH Attack Damage Type 
ATTACK CLAWS 1 SHREDDING 
BODY 


AGILITY SHREDDING 
MIND 


WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Fly, Harpy, Unarmed Combat, Unbound, Wild 
SKILLS: Listen +2, Spot +2, Survival (Mountains) +2 


HARPY SHREDDERESS (Mythological) 


The Shredderess Harpies are cruel and mischievous creatures who love to torture and inflict pain on others. They are used to sharpening their claws or even 
reinforce them with sharpened iron or steel. 


HEALTH Attack Damage Type 
ATTACK CLAWS 1 SHREDDING 
BODY 


AGILITY SHREDDING 
MIND 


WILL 


MAGIC POINTS | 10 INIT. | +3 BLOCK / DODGE -/+2 ARMOR P. 0 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Critical Hit (Claw), Defensive Awareness, Fly, Harpy, Improved Initiative, Track, Unarmed Combat, Unbound, Wild 
SKILLS: Listen +2, Spot +2, Survival (Mountains) +2, Tracking +2 


OLSTAUR (Mythological) 
Similar to Minotaurs, the Holstaurs are a peaceful female-only race more related to cows than bulls or buffalo. 
Holstaurs live simple lives, and pass most of their time sleeping, pasturing, or playing with each other. They usually don't bother about what happens around them, 
nor they really care. Unfortunately, they are often victims of other predators, so they tend to live with minotaurs or sometimes even within human farmers. Playful 
and quite strong, some of them are despised by some religions since they are seen as sinful or by the fact they wander completely naked and their voluptuous 
shape can corrupt the purity of the mind of the common folk. Even so, those who live within civilization are often dressed with simple dresses. 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +1 BLOCK / DODGE -/+1 | | ARMOR P. 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS Busty, Thicc 


FEAT: Large, Simpleton 
SKILLS: Listen +1, Search +1, Spot +1 


SIMPLETON: 

HOLSTAURS possess simple minds and usually don't communicate with other sentient creatures with a comprehensible language, even if they can 
learn a single language. Still, they seem to be able to communicate simple concept or emotions with each other. 

HOLSTAUR PRINGESS is the only one of her kind who is capable of speaking. 


LAMIA AMBUSHER (Mythological, Competent) 
While not all Lamias are interested in hunting living creatures, some of them are more aggressive and enjoy capturing their prey after taking 
them by surprise. 


HEALTH Attack Damage Type 

ATTACK JAVELIN 1 IMPALING 
BODY 

AGILITY KHOPESH SLASHING 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambusher, Brawler, Improved Initiative, Quick, Snake Coils, Tough Skin, Track, Unbound, Venomous Bite, Weapon Proficiency 
(Throwing),Wild 

SKILLS: Hide +3, Listen +2, Sneak +3, Spot +2, Survival (Desert) +2, Tracking +2 

EQUIPMENT: Exotic Trinkets (worth 1d6+4 SC), Gladiatorial Armor, Javelin (x3) 


LAMIA HUNTRESS (Mythological, Advanced) 


A Lamia Huntress is a formidable foe since she can use her size as advantage against those unfortunate enough to get caught in her coils. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK JAVELIN +3 6+ 1 IMPALING 

BODY 
AGILITY KHOPESH SLASHING 


MIND 
WILL 


MAGIC POINTS | 12 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambusher, Brawler, Critical Hit (Khopesh), Defensive Awareness, Improved Initiative, Large, Quick, Snake Coils, Tough Skin, 
Track, Unbound, Venomous Bite, Weapon Proficiency (Throwing), Wild 

SKILLS: Hide +4, Listen +3, Sneak +4, Spot +3, Survival (Desert) +3, Tracking +3 

EQUIPMENT: Exotic Trinkets (worth 1d6+4 GC), Gladiatorial Armor, Javelin (x3) 


MINOTAUR PROWLER (Mythological, Competent) 


HEALTH Attack Type 
ATTACK BATTLE AXE SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Brawler, Charge, Civilized, Improved Initiative, Large, Plebeian, Quick, Tough Skin, Track, Wild 
SKILLS: Intimidate +2, Listen +1, Survival (Plains) +2, Tracking +2 
EQUIPMENT: Gladiatorial Armor, 1d6+4 SC. 


MINOTAUR BASHER (Mythological, Advanced) 


HEALTH Attack Type 
ATTACK TWO HANDED MAUL CRUSHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Athletic, Brawler, Charge, Combat Awareness, Defensive Awareness, Improved Initiative, Large, Quick, Tough Skin, Weapon 
Focus (Two-handed Hammer), Weapon Proficiency (Two-handed Hammer), Wild 

SKILLS: Intimidate +4, Listen +2, Survival (Plains) +3, Tracking +3 

EQUIPMENT: Gladiatorial Armor, 2d6+4 GC 


MUMMIFIED SERVANT (Undead, Competent) 


HEALTH Attack Type 
ATTACK CLAW SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +4 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Arcane Reserve, Civilized, Plebeian, Undead 
SKILLS: Listen +1, Spot +1 


MUMMIFIED SOLDIER (Undead, Competent) 


HEALTH Attack Type 
ATTACK KHOPESH SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. ) +1 BLOCK / DODGE +2/+1 | | ARMOR 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Armor Proficiency (Light), Civilized, Combat Awareness, Plebeian, Shield Proficiency, Undead 
SKILLS: Listen +1, Spot +1 
EQUIPMENT: Ancient Light Armor, Small Shield 


USHABTI (Undead, Advanced) 
An Ushabti is the guardian of ancient tombs and resembles a large humanoid with the head of an animal, like a crocodile, a jackal, or a falcon. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK HALBERD +3 6+ 2 SLASHING 
BODY 

AGILITY KHOPESH SLASHING 
MIND 
WILL 


MAGIC POINTS | 18 INIT. | +2 BLOCK / DODGE -/+1 | | ARMOR P. 3 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Armor Proficiency (Light), Blind Sight (Arcane), Civilized, Combat Awareness, Critical Hit (Halberd), Critical Hit 
(Khopesh), Defensive Awareness, Fear, Improved Initiative, Large, Lawful, Tough Skin, Unbound, Undead, Weapon Proficiency 
(Polearms) 

SKILLS: Climb +4, Jump +4, Knowledge (Laws) +3), Listen +3, Spot +3 

EQUIPMENT: Heavy Armor, Metallic Helmet. Some are armed with a Khopesh, while others with a Halberd. 


ORES 
ORC FIGHTER (Orc, Competent) 


Orcs are strong humanoids with a green skin and a propensity towards violence. 
Even if many consider them stupid or simply savage beasts, they are actually capable of performing advanced tactics during war. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK FELL BLADE +2 6+ 1 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Ugly 


FEATS: Brawler, Combat Awareness, Corrupted, Critical Hit (Fell Blade), Savage, Though Skin, Unbound 
SKILLS: Climb +2, Intimidate +3, Jump +2, Survival (Forest or Mountain) +2 
EQUIPMENT: Orcish Clothes, 1d6+4 SC 


ORC MARAUDER (Orc, Advanced) 


The Orc's society is based on the simple law that the strongest rules over the others. 
Orcs Marauders are those who enjoy fighting and pillaging most over anything else and will only follow the strongest and fiercest War Chief. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK FELL BLADE +3 6+ 1 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE +3/+2 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Ugly 


FEATS: Armor Proficiency (Medium), Brawler, Charge, Combat Awareness, Critical Hit (Fell blade), Rage, Savage, Shield Proficiency, 
Tough Skin, Track, Unbound 

SKILLS: Climb +3, Intimidate +4, Jump +3, Survival (Forest or Mountain) +3, Tracking +3 

EQUIPMENT: Medium Armor, Medium Shield, 1d6+6 GC 


LANTS 


MYCONID (Plant) 


HEALTH Attack Type 
ATTACK PUNCH BLUDGEONING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Brawler, Darkvision, Plant, Tough Skin 
SKILLS: Listen +1, Spot +1 


MYCONID SPROUTLING (Plant) 


HEALTH Attack Type 
ATTACK PUNCH BLUDGEONING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 2 INT. ) +1 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS 


FEAT: Brawler, Darkvision, Plant, Small 
SKILLS: Listen +1, Spot +1 


SHAMBLING LIANA (Plant) 


These dangerous creatures are a sort of moving tangle of lianas, mud, roots, and else. While considered mindless, they tend to be very aggressive and attracted 
by warm blood. 


HEALTH Attack Damage Type 
ATTACK LIANA 1 BLUDGEONING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 it. | +2 | BLOCK/DODGE)  -/+2 | | ARMOR 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Ambusher, Brawler, Plant, Reach (2), Strangle, Tough Skin II 
SKILLS: Hide +3, Sneak +2 


Strangle: 
When a SHAMBLINGLIANA successfully Holds his opponent, it will automatically deal 1 Crushing Damage to him. 


Has no effect on Creatures larger than the SHAMBLING LIANA. 


SHAMBLING MOUND (Plant) 


The Shambling Mound is a bigger and more vicious version of the Shambling Liana. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SLAM +3 6+ 2 CRUSHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 1 INIT. | +4 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Defensive Awareness, Large, Plant, Reach (2), Tough Skin, Vulnerable to Fire (1) 
SKILLS: Listen +1, Spot +1 


SPRIGGAN (Plant) 


Spriggans are a type of blood-thirsty Dryads that predate on living creatures even if they often do so only for their own amusement. 
Their shape is also more cruel and twisted than the other Dryads, while maintaining a sort of brown/grey colour they also tend towards a degree of red. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK CLAW +2 6+ 1 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEAT: Critical Hit (Claw), Plant, Tough Skin, Track, Unbound, Wild 
SKILLS: Hide +3, Sneak +3, Survival (Forest) +3, Tracking +3 


Deep down the earth, where once a powertul civilization known his most glorious day and then disappeared after a cataclysm which made their cities collapse into 
the ground or under the sea. The sole survivors of such events where the rodents who lived within the walls, libraries and laboratories who where then touched by 
the arcane energies unleashed by the cataclysm which allowed them to become smarter and to grow bigger than their original counterparts. 

But while the Micefolk followed a path of preservation and isolation from the dangers of the world, those which lived in the sewers grew hungrier and fierce, 
because their thirst for knowledge and violence knows no peace. Silently but inexorably they learned, improved, adapted and become a silent force which only 
seek to consume and rule what will be left, since they where born in the ruins, and in ruin thy will bring everything unless stopped before it's too late. 


RATLING (Beastfolk, Competent) 


The common Ratling is a mischievous creature, which only knows fear and hatred. If left alone they aren't a threat to most of the common fighters, but while part of 
a pack they became more dangerous and bold. 


HEALTH Attack Damage Type 
ATTACK ONE HANDED WEAPON 1 VARIABLE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Ugly 


FEATS: Agile, Athletic, Civilized, Darkvision, Pack of Rats, Quick, Unbound 
SKILLS: Climb +3, Hide +2, Jump +3, Sneak +2 
EQUIPMENT: Simple Clothes and a single Weapon. 


PACK OF RATS: 
RATLINGS receive a +1 to Morale and Fear Checks when they are part of a pack of at least 4 RATLINGS and a +2 for at least 8. 
They receive a +1 for Terror Check when are part of a pack of at least 8 RATLINGS. 


RATLING RUSHER (Beastfolk, Competent) 


Ratling Rushers are slightly stronger then the commoners of their Kin, still lacking in combat finesse, they use their numbers to swarm their opponents. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK WEAPON +1 - 1 VARIABLE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/2 | | ARMOR P. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Agile, Athletic, Civilized, Darkvision, Pack of Rats, Quick, Unbound, Vermintide, Weapon Proficiency (Polearms) 
SKILLS: Climb +3, Hide +2, Jump +3, Sneak +2 
EQUIPMENT: Simple Clothes and a single Weapon, for every three Rushers one is armed with a spear instead. 1D3+3 Coins. 


VERMINTIDE: 


The RATLINGS are capable of swarming up their opponents, obtaining a +1 to their Attack Rolls if two RATLINGS with this FEAT are attacking the same 
Creature, or a +2 if four. 


RATLING THROAT CUTTER (Beastfolk, Advanced) 


Mostly trained to become assassins or mere hired hit (rat)men, the Throat Cutters are expert in concealment and ambushes. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK BLADES +2/+2 - 1 SLASHING 


BODY 
AGILITY SLASHING 


MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Agile, Ambidexterity, Ambusher, Athletic, Civilized, Combat Awareness, Darkvision, Defensive Awareness, Improved Initiative, 
Quick, Tough Skin, Track, Unbound 

SKILLS: Climb +4, Hide +4, Jump +4, Sneak +4, Tracking +4 

EQUIPMENT: Pair of Blades, Black Clothing, 1d6+5 GC 


RATLING WARRIOR (Beastfolk, Advanced) 


HEALTH Attack Type 
ATTACK BERDICHE SLASHING 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 3 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEAT: Armor Proficiency (Heavy), Athletic, Brawler, Civilized, Combat Awareness, Critical Hit (Berdiche), Darkvision, Defensive 
Awareness, Evil, Improved Initiative, Pack of Rats, Quick Reflexes, Unbound 

SKILLS: Climb +3, Intimidate +2, Jump +3, Knowledge (Military) +2, Sneak +2 

EQUIPMENT: Berdiche, Heavy Armor, Metallic Helmet, 1d6+8 GC 


NAGA (Reptile, Competent) 
Naga are half-serpentine and half-fish creatures from ancient times. Not much is known about them, except that they usually guard ancient treasures hidden under 
the sea or sea-shore caves. 


HEALTH Attack Damage Type 
ATTACK HALF-SPEAR 1 PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEAT: Breath Underwater, Civilized, Darkvision, Defensive Awareness, Survivalist, Swim Speed (5), Tough Skin, Track, Unbound 
SKILLS: Hide +2, Survival (Sea Shore or Swamp) +2, Tracking +3 
EQUIPMENT: An ancient spear, Ancient Trinkets (worth 2d3+3 SC) 


NAGA HUNTER (Reptile, Advanced) 


HEALTH Attack Type 
ATTACK HARPOON IMPALING 


BODY 
AGILITY PIERCING 


MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambusher, Breath Underwater, Civilized, Combat Awareness, Darkvision, Defensive Awareness, Improved initiative, Power Strike, 
Ranged Awareness, Sentinel, Survivalist, Swim Speed (5), Tough Skin II, Track, Unbound, Weapon Proficiency (Polearms) 

SKILLS: Hide +4, Listen +3, Spot +3, Survival (Sea Shore or Swamp) +3, Tracking +3 

EQUIPMENT: Ancient Spear, 4 Harpoons, Ancient Trinkets (worth 2d6+3 GC) 


SHARESHIFTERS 


MIMIC (Shapeshifter) 


Mimics are capable of appearing as inanimate objects, such as chests or other similar items, allowing other creatures to get closer until it's too late. 


HEALTH Attack Crit | Damage Type 

ATTACK BITE 6+ 1 SHREDDING 
BODY 

AGILITY SHREDDING 


MIND 
WILL CLAW +2 6+ 1 SHREDDING 


MAGIC POINTS | 11 INIT. | +0 BLOCK / DODGE +3/- | | ARMOR P. 1 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Ambidexterity, Arcane Reserve, Blind Sight (Arcane), Brawler, Combat Awareness, Mimic 
EQUIPMENT: None, but when it dies, 3d6+4 GC are found 


MIMIC: 

A MIMIC can use his arms to Block incoming attacks. 

MIMIC'S arms have a REACH of 2 and can be used to grab opponents. 

If a MIMIC successfully Grabs an opponent it can move it by 1 square nearer him, but if the Creature is already within 1 Square from the MIMIC, the 
MIMIC will bite him automatically if it successfully Holds it. 

Every time a MIMIC bites someone roll a d6: on a result of 6 the damage is increased by 1. 


WEREWOLF (Shapeshifter) 


HEALTH Type 
ATTACK PIERCING 

BODY 
AGILITY SHREDDING 


MIND 
WILL CLAW +3 5+ 2 SHREDDING 


MAGIC POINTS | 10 INIT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 1 MOVE. 6 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Ambidexterity, Brawler, Cleave, Combat Awareness, Critical Hit (Claw), Defensive Awareness, Dodge Traps, Fear, Quick, 
Resistance to Physical Damage (1), Scent, Tough Skin, Track, Unbound, Vulnerable to Silver (1), Wild 
SKILLS: Climb +4, Jump +4, Listen +3, Spot +3, Tracking +3 


DRAUGR (Undead, Competent) 
The Draugr are more similar to mummified skeletons, commonly found in the northern regions. 


Attack Mod | Crit | Damage Type 
ONE HANDED WEAPON +2 - 1 VARIABLE 


HEALTH | 2 
ATTACK | 2 
BODY 2 
1 
0 
1 


AGILITY THROWING AXE SLASHING 
MIND 


WILL 


MAGIC POINTS | 2 INIT. | +4 BLOCK / DODGE -/+1 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Medium), Darkvision, Resistance to Cold (1), Savage, Shield Proficiency, Unbound, Undead, Weapon 
Proficiency (Throwing Weapons) 

SKILLS: Climb +1, Listen +1, Spot +1 

EQUIPMENT: Ancient Light Armor, 1d3+1 SC. Some Draugr are equipped with Small Shields (+2 to Block) while others with one or two 
Throwing Axes 


SKELETON (Undead, Competent) 


HEALTH Attack Type 
ATTACK RUSTY WEAPON VARIABLE 


BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 2 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Darkvision, Improved Initiative, Undead 
SKILLS: Listen +1, Spot +1 


SKELETON SOLDIER (Undead, Competent) 


The skeleton of a soldier who died decades ago. 


HEALTH Attack Type 
ATTACK RUSTY WEAPON VARIABLE 

BODY 
AGILITY IMPALING 


MIND 
WILL 


MAGIC POINTS | 6 INIT. | +3 BLOCK / DODGE +3/+2 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Armor Proficiency (Medium), Combat Awareness, Darkvision, Improved Initiative, Shield Proficiency, Undead 
Skills: Listen +1, Spot +1 
EQUIPMENT: Ancient Medium Armor, Old Medium Shield 


WIGHT (Undead, Advanced) 
Wights are similar to skeletons, but stronger and with an unnatural intelligence. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK RUSTY LONG SWORD +2 6+ 1 ARCANE 
BODY 
AGILITY SPECTRAL TOUCH NECROTIC 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 2 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Medium), Civilized, Combat Awareness, Critical Hit (Long Sword), Critical Hit (Unarmed), Darkvision, Improved 
Initiative, Quick Reflexes, Shield Proficiency, Spectral Touch, Sword and Shield, Unbound, Undead 

SKILLS: Climb +2, Intimidate +2, Knowledge (Military) +2 

EQUIPMENT: Medium Armor, 1d6+5 GC. Some are armed with MEDIUM SHIELDS (Block +3) but are unable to use their SPECTRAL TOUCH. 


SPECTRAL TOUCH: 

The WIGHT can perform an attack with a free hand, which will became partially ethereal. 

This special attack ignores any ARMOR, dealing Direct Damage, and can hit ETHEREAL and SEMI-ETHEREAL Creatures. 
If the WIGHT scores a Critical Hit with the SPECTRAL TOUCH, the victim's ATTACK value is reduced by 1 for One Day. 
This effect is considered a Curse. 

WIGHTS can hit Ethereal Creatures with all their attacks, even with their weapons. 


OQ0ZE (Slime) 


HEALTH Attack 
ATTACK PSEUDOPODE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 1 INIT. | +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Adherent, Arcane Reserve, Resistance to Electrical (1), Slime, Vulnerable to Cold (1) 
SKILLS: Listen +1, Spot +1 


GELATINOUS CUBE (slime) 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +0 BLOCK / DODGE -/+0 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Blind Sight (Heat), Brawler, Engulf, Large, Slime, Vulnerable to Cold (1) 


ENGULF: 

A Gelatinous Cube can move through areas occupied by other creatures, engulfing them. An Engulfed creature suffers 1 Acid Damage for 
each Combat Round it remains inside. Creatures inside the Gelatinous Cube are forced to hold their breath or start drowning. A Creature can 
try to escape from the Gelatinous Cube if it successfully pass a counter BODY CHECK against the Gelatinous Cube, moving by only 1 Square away. 
AGM can decide if the acid of a Gelatinous Cube is able to destroy various items, especially clothing. When a Gelatinous Cube moves, all the 
engulfed Creatures will move with it. A Gelatinous Cube can engulf up to 4 Medium-sized Creatures, while SMALL Creatures will occupy half the 


space. 


SLIME (Slime) 

Slimes can be commonly found underground or in most Dungeons. Slimes are partially transparent, and you can sometime spot the remains of 
their victims inside their bodies. They also have a particular sphere-shaped core that many think act as a brain, even if they don't seem to have 
any. 


HEALTH Attack Damage Type 

ATTACK PSEUDOPODE 1 ACID 
BODY 

AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Adherent, Arcane Reserve, Slime, Vulnerable to Cold (1) 
SKILLS: Listen +1, Spot +1 


ADHERENT: 
A SLIME can move on almost every surface, even on a ceiling. Still a SLIME can't move on extremely flat surfaces, such as glass, ice, etc. 


SLIMENOID (Slime) 

Slimenoids are a type of Slimes which has received a spark of intelligence through the Life Pearl. Still, they are mostly capable of simple thought 
which usually revolves around simple concepts, such as eating, sleeping and playing, even if some of them can become aggressive. 

Most Slimenoids have a semi-humanoid form which some theorize they obtain through observation of other sentient species, such as humans 
and elves, while others claim that their shape is based on those sentient creatures they possess the bones of, since most slimenoids present 
partial skeletons of deceased sentient creatures inside them. 


HEALTH Attack Mod Damage Type 

ATTACK PSEUDOPODE +1 1 ACID 
BODY 

AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. | +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Adherent, Arcane Reserve, Slime, Vulnerable to Cold (1) 
SKILLS: Listen +1, Spot +1 


ADHERENT: 
A SLIME can move on almost every surface, even on a ceiling. Still a SLIME can't move on extremely flat surfaces, such as glass, ice, etc. 


STYGIAN SPHERE (Eldritch, Stygian) 


A black fleshy-sphere with a multitude of eyes and tentacles. Stygian Spheres usually wander without a real purpose, but they love to molest 
naked or skimpy creatures. 


HEALTH Attack Damage Type 
ATTACK TENTACLES 1 ARCANE 


BODY 
AGILITY TENTACLE ARCANE 


MIND 
WILL 


MAGIC POINTS | 18 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Arcane Reserve, Eldritch, Fly, Levitate, Tentacles 
SKILL: Spot +3 


TROLLS 
BLACK TROLL (Fey) 


Black Troll are small and cruel creatures who infest old ruins and filthy places. Their humanoid shape is covered with a thick and hairy fur which only leaves their 
bright teeth and eyes exposed, which usually shine in darkness. According to folklore, they kidnap small children who misbehave and cattle to devour them while 
they also kidnap girls and women who have lost their way home while traveling in forests and isolated countrysides. Too stupid to talk a comprehensible language, 
they simply uses twigs or large sticks as bludgeoning weapons while they are also capable of throwing rocks to their foes. Cowards while in small numbers but 
brave if in large numbers, they are easily scared by fire. 


HEALTH Attack Damage Type 

ATTACK SLAM 1 BLUDGEONING 
BODY 

AGILITY THROWING ROCK BLUDGEONING 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Ugly 


FEATS: Combat Awareness, Darkvision, Daylight Blindness, Fey, Quick, Savage, Scary in Large Numbers, Small, Wall Climb, Unbound, 
Vulnerable to Fire (1), Wild 
SKILLS: Climb +2, Hide +2, Sneak +2, Survival (Fey World) +2, Survival (Forest) +2 


SCARY IN LARGE NUMBERS: 


A group of 4 or more BLACK TROLLS will cause FEAR to other SMALL or MEDIUM-SIZED Creatures within 4 Squares, while a group of 12 or more will cause 
TERROR within 6 Squares or FEAR to LARGE Creatures. 


TROLL (Fey) 


The common troll is a large and brutish creature present in many fairy tales or folklore stories. As strong as they are stupid and ugly, they tend to have different 
shapes and forms, but usually they share more or less the same characteristics. Trolls are unable to talk or comprehend any language at all, even if the Fey seems 
to being able to talk to them or understand what they say. Most of the trolls care to do simple things, such as eating and sleeping, while avoiding the sunlight which 
hurts their eyes. 


HEALTH Attack Damage Type 
ATTACK SLAM 2 CRUSHING 
BODY 
AGILITY 


WILL 


MAGIC POINTS | 8 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Ugly 


FEATS: Charge, Combat Awareness, Corrupted, Critical Hit (Slam), Darkvision, Daylight Blindness, Fear, Fey, Large, Savage, Scent, 
Unbound, Vulnerable to Fire (2) 
SKILLS: Listen +1, Spot +1, Survival (Caves) +2, Survival (Fey World) +2 


VAMPIRE'S THRALL (Human, Competent) 
A Vampire's Thrall isn't a real Vampire or Undead, but it could be mostly considered his slave. The Thralls are humans which have drank a tiny drop of their 
Master's Blood and are usually bounded to his will, taking care of his body and affairs during daytime. 


It is hard to actually spot a Vampire Thrall from a common human since they usually maintain the same look they had before, while in some cases they become 
more feral. 


Note: These stats are of a common peasant, servant, or humble courtesan. A GM can create different VAMPIRES THRALLS using others NpCs' stats, 
and adding the MASTER'S SERVANT FEAT. 


HEALTH Attack Damage Type 
ATTACK SMALL BLADE 1 SLASHING 
BODY 
AGILITY 


MIND 
WILL 


MAGIC POINTS | 4 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEAT: Civilized, Master's Servant, Plebeian 
SKILLS: Bluff +1, Knowledge (Common) +1, Listen +1, Search +1, Sense Motive +1, Spot +1 


MASTER'S SERVANT: 
When a VAMPIRE THRALL is within 12 Squares from the VAMPIRE it serves, he is considered to have a WILL of 4, unless it has a higher value. 


VAMPIRE SPAWN (Undead, Competent) 


Vampire Spawns are those creatures which have been recently turned into vampires but have not fully matured yet or those who have survived the bite of a 
Vampire without dying completely. 


HEALTH Attack Damage Type 
ATTACK CLAW 1 SHREDDING 
BODY 


AGILITY ONE HANDED WEAPON VARIABLE 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Light), Civilized, Combat Awareness, Improved Initiative, Plebeian, Quick, Undead, Vampiric Bite, Vampirism 
SKILLS: Intimidate +3, Knowledge (Common) +2, Listen +2, Search +2, Sense Motive +2, Spot +2 
EQUIPMENT: Light Armor, 1d6+2 SC 


VAMPIRE SOLDIER (Undead, Advanced) 


HEALTH Attack Type 

ATTACK CLAW SHREDDING 
BODY 

AGILITY CROSSBOW IMPALING 
MIND 
WILL LONG SWORD +3 6+ 1 SLASHING 


MAGIC POINTS | 12 INIT. | +4 BLOCK / DODGE +3/+3 | | ARMOR P. 3 MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Heavy), Athletic, Brawler, Civilized, Combat Awareness, Critical Hit (Long Sword), Defensive Awareness, Evil, 
Improved Initiative, Plebeian, Power Attack, Quick, Shield Proficiency, Undead, Vampiric Bite, Vampirism 

SKILLS: Intimidate +4, Knowledge (Common) +2, Knowledge (Military) +3, Listen +3, Search +3, Spot +3 

EQUIPMENT: Heavy Armor, 2d6+2 GC. Some Soldiers are armed with MEDIUM SHIELDS while others with CROSSBOWS 


BLIGHT THORN (Plant) 


Blight Thorns resemble small humanoid creatures made of twigs and thorns, which usually infest ancient ruins or dark forests. 
While inactive, they tend to curl into themselves, assuming the aspect of a small bush. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SHARP TWIG +1 - 1 PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Agile, Athletic, Arcane Reserve, Jump On, Mimetic Concealment, Plant, Quick, Small, Thorns, Vulnerable to Fire (1) 
SKILLS: Climb +2, Hide +2, Sneak +2 


MIMETIC CONCEALMENT: 

A BLIGHT THORN is extremely hard to spot if he curls himself while inside a forest environment or where there is a high presence of thorn bushes and 
similar plants. When hiding in such environments, a Creature that tries to Spot a Hiding BLIGHT THORN must Roll two dice instead of only one and 
pick the lowest result. 


DIRE RAT (Animal) 


HEALTH Type 
ATTACK PIERCING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. ) +1 BLOCK / DODGE -/+2 | | ARMOR P. 1 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Agile, Athletic, Plant, Quick, Scent, Small, Tough Skin 
SKILLS: Climb +2, Hide +2, Search +1, Sneak +2, Spot +1 


ZOMBIE (Undead) 


HEALTH Attack Type 

ATTACK BITE SLASHING 
BODY 

AGILITY SLASHING 
MIND 
WILL 


MAGIC POINTS | 2 INIT. | +0 BLOCK / DODGE -/+0 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Brain Dead, Brawler, Critical Hit (Bite), Critical Hit (Claw), Darkvision, Tear to Pieces, The Hunger, Undead, Zombie Horde 
SKILL: Listen +1 


BRAIN DEAD: 
A ZOMBIE can't understand any language even if he can comprehend the commands made by those which have raised it. 
HUMANOID ZOMBIES also can't even run, jump, swim, or spot hidden Creatures, unless it has some other ways to detect them. 


TEAR TO PIECES: 
A ZOMBIE that manages to hold a Creature of the same SIZE or smaller can automatically deal 1 Shredding Damage to it. 


THE HUNGER: 
ZOMBIES are compelled to eat the flesh of living creatures or of those which they manage to slain, but will avoid corpses left for more than one hour. 


ZOMBIE HORDE: 

ZOMBIES are very weak when encountered alone but can become extremely dangerous in large numbers. 

A ZOMBIE increases his ATTACK value by 1 for every 2 ZOMBIES that have already attacked the same creature in a Combat Round, up to a +4. 
SMALL ZOMBIES increase their Attack for every 3 other SMALL ZOMBIES instead when attacking Medium-sized Creatures. 

A ZOMBIE also increases his BODY value by 1 for every 3 ZOMBIES that are attacking the same Creature of a same SIZE or smaller. 


ZOMBIE (SMALL) (Undead) 


Note: these are the stats for Small-sized zombies, such as Kobolds, Goblins, etc. 


HEALTH 
ATTACK 
BODY 


1 Attack Mod | Crit | Damage Type 
0 
1 

AGILITY 0 SLASHING 
0 
1 


BITE +0 6+ 1 SLASHING 


MIND 
WILL 


MAGIC POINTS | 2 INIT. | +0 BLOCK / DODGE -/+0 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Brain Dead, Brawler, Critical Hit (Bite), Critical Hit (Claw), Darkvision, Small, Tear to Pieces, The Hunger, Undead, Zombie Horde 
SKILL: Listen +1 


WOLF ZOMBIE (Undead) 


HEALTH Attack Type 
ATTACK BITE SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 4 INIT. | +2 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Brain Dead, Brawler, Critical Hit (Bite), Darkvision, Improved Initiative, Quick, Scent, Tear to Pieces, The Hunger, Track, Undead, 
Zombie Horde, Zombie Runner 
SKILLS: Jump +3, Listen +1, Tracking +1 


ZOMBIE RUNNER: 
ZOMBIE RUNNERS are able to Run, Charge and even Jump from time to time even if they are still BRAIN DEAD. 


RIVALS are particular NpCs that can be encountered after certain EVENTS occurs. Most of the time a RIVAL can be found when trying to rescue a 
BRINGESS while inside a TOWER but can also be encountered while outside, when returning to the CAMPSITE or at the CAMPSITE. 
While some RIVALS will try to kidnap the rescued BRINGESS (or just save them instead for personal gain), some are only interested into killing them 


for their own reasons. 
AGM can always create new motivations a RIVAL could have to interfere with the Character’s plans. 


Only after tree BRINGESSES have been rescued from a TOWER, RIVALS could start to appear. 


BLOODY KNIGHT (Human, Advanced) 
The Bloody Knight will appear as a Rival if the Knight is rescuing any EVIL and/or UNDEAD BRINGESS, or those BRINEESSES related to Blood and 
Sacrifices. 


HEALTH Attack Damage Type 
ATTACK LONG SWORD 2 ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 3 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Medium), Bastard, Blood Seeker, Brawler, Civilized, Combat Awareness, Critical Hit (Long Sword), Defensive 
Awareness, Improved Initiative, Quick, Spin Attack 

SKILLS: Intimidate +4, Jump +3, Knowledge (Nobility) +3, Listen +2, Spot +3 

EQUIPMENT: Bloody Gauntlet, Enchanted Long Sword, Steel Helmet, Steel Medium Armor 


BLOOD SEEKER: 

The BLOODY KNIGHT increases his Critical Hit Chance by 1 against creatures which have lost at least half of their HEALTH during combat and against 
those under the effect of the INJURY SPELL. 

Once per Combat, he can recover 1 HEALTH lost if he manages to inflict damage to an opponent’s HEALTH with a Critical Hit. 

A BLOODY KNIGHT obtains a +1 to spot Hidden Creatures which are injured or bleeding and can perform TRACKING with a +3 to the Roll, if chasing 
bleeding creatures until the blood dries. 


BLOODY GAUNTLET: 
Twice per Day, the Knight can automatically cast the INJURY SPELL against a creature within 6 Squares, as long as the hand with the equipped 
Gauntlet isn't wielding anything. Can only be worn by CORRUPTED Knights. Counts as GAUNTLET. 


DARGAVONOS THE MIGHTY (Human, Advanced) 


Dirian was rotten since he was a kid, envying all the other kids, especially those nobler, smarter, stronger, or more handsome than him. Being mostly a generic and 
skinny kid, he still tried to become a warrior as he used to read in his books of tales and myths, but he wasn't fit for such activities at all. He was still a good 
student, and even if he wasn't exceptional he quickly learned everything he would find interesting and ignored the rest. He managed to start studying magic by 
buying an old book for Wizard apprentices, which taught him the basics of magic, but he then found himself morbidly obsessed with the forbidden arts of 
necromancy. Using his father's money to find and read all the material related to such foul magics instead of studying to become a common Wizard, he then 
managed to become the willing apprentice of a Necromancer named Dargavonos, who was already quite powerful at the time. But his master was cruel and often 
denigrated him for not being as good as him, until one day, while cleaning all of his master's equipment, Dirian's mind snapped and he murdered the old man in his 
own bed while he was resting. From that day Dirian claimed the place of his old master while using his name as if it was his own. 

His behavior is still problematic since he easily loses his temper or acts rashly if angered or frustrated. 


DIRIAN can be encountered while rescuing any type of BRINGESS, even if he prefers HUMAN or UNDEAD Princesses, especially if NOBLE. 
He is usually encountered with 3 SKELETON SOLDIERS and a SKELETON SOLDIER CHIEFTAIN already Raised. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK BONE STAFF +1 - 1 ARCANE 
BODY 
AGILITY 7 VARIABLE 
MIND 
WILL 


MAGIC POINTS | 47 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Arcane Awareness, Arcane Reserve, Arcane Training, Civilized, Defensive Awareness, Improved Initiative, Journeyman 
Necromancer, Plebeian, Reanimator, Scholar, Use Arcane Staff, Use Scrolls 

SKILLS: Bluff +4, Knowledge (Arcane) +4, Knowledge (Necromancy) +5, Knowledge (Occultism) +4, Library Use +3, Search +3, Sense 
Motive +2, Sneak +3, Spot +1 

EQUIPMENT: Black Robes, Bone Staff, Scroll of Undead Chieftain, Spellbook, 3d6+15 GC 

SPELLS: Bone Dart (3), Cripple (8), Dancing Quill (1), Danse Macabre (13), Detect the Arcane (1), Floating Light (3), Injury (7), Mold Bones 
(7), Raise Skeleton (8), Raise Skeleton Soldier (16), Restore Undeads (Lesser, 6) 


BLACK ROBES: 
The BLACK ROBES count as ENCHANTED CLOTHING, so it grants 1 Armor Point. 


BONE STAFF: 

The BONE STAFF is a JOURNEYMAN STAFF which allows the user to increase the number of Reanimated Creatures he can maintain by 2. 
It also allows to the wielder to hit ETHEREAL Creatures as if it were Enchanted. 

Can only be used by CORRUPTED and EVIL Knights with at least the APPRENTICE NECROMANCER FEAT and a MIND value of 3. 


Note: With his FEATS and ITEMS, Dargavonos can maintain up to 4 MEDIUM-SIZED SKELETONS 


ARVESTER KNIGHT (Human, Advanced) 
The Harvester Knight appears as an old and grizzled man, but his portrayal is more of a hobo or a poor man rather than an actual Knight. Yet, his body is capable 
to sustain terrible punishment and yet keep going. The Harvester Knight is considered the Cult Leader of the Children of the Fields, a strange cult based on ancient 
rituals of sacrifices aimed to favor a good harvest from the lands. Such brutal sacrifices usually involve in the shed of blood of various creatures, mostly sentient, 
which causes a lot of concern to the local church. The Cult has a strong presence in rural zones with a high presence of farming fields. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK STEEL SICKLE +3/+3 | 5+ 1 SHREDDING 


BODY 
AGILITY STEEL SICKLE SHREDDING 
MIND 
WILL 


MAGIC POINTS | 12 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. MOVE. 


ALIGNMENT EVIL MORALITY PURE TRAITS Ritualistic Scars 


FEATS: Act of Faith, Ambidexterity, Backstab, Clerical Inspiration, Combat Awareness, Critical Hit (Sickle), Defensive Awareness, Fallen 
Healing Hands, Noble, Quick, Sentinel, Slayer (Human), Tough Skin, Track, Wild 

SKILLS: Climb +3, Hide +3, Knowledge (Common) +2, Knowledge (Nobility) +1, Knowledge (Religion) +3, Listen +3, Perform (Speechcraft) 
+3, Persuade +3, Sneak +4, Survival (Plains) +3, Tracking +4 

EQUIPMENT: Simple Clothes, Religious Symbol of the Children of the Fields 


YVEN OF BLEU (Fey, Shapeshifter) 


Yven is swarthy, witty, and crafty. He's not necessarily better than the Knight, but his above-average jack-of-all-trades qualities give him a chance 
to best him however he chooses to engage him, if he chooses to do so at all. Yven is mostly posh and arrogant, but is also an intelligent person 
which will gladly talk to those which he could consider worthy of his attention. 


WEN could appear as a Rival if the Characters are rescuing a “Blue-themed” Princess (IE: KNIGHT BRINEESS, MERMAID PRINCESS). 
If at least 3 Blue-themed Princess have been saved, he will automatically appear as RIVAL the next time the 

Characters should face one. 

He will also appear if at least 3 HUMAN, BLUEBLOOD, or NOBLE Princesses have been rescued. 

If no other rivals are available, he will appear instead. 


HEALTH ? Attack Damage Type 
ATTACK ? GOLDEN SPEAR 7 7 2 ARCANE 
BODY 
AGILITY 
MIND 
WILL 


masic Ponts) 2 | | INT | ? | | BLOCK/DODGE ; | | ARMOR ? wove. | 2 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS Arrogant, Foreign Accent, Gentleman 


FEATS: Armor Proficiency (Heavy), Better than You, Blue Blood, Combat Awareness, Defensive Awareness, Dodge Traps, Fey, Performer, 
Quick Reflexes, Unbound, Weapon Proficiency (Pole-arms) 

SKILLS: Bluff +3, Climb +3, Intimidate +3, Jump +3, Knowledge (Common) +3, Knowledge (Nobility) +3, Perform (Poetry) +3, Search +3, 
Sense Motive +3, Spot +3, Survival (Fey World) +3 

EQUIPMENT: Blue Armor, Golden Spear 


BETTER THAN YOU: 
Yven have the same Characteristics and Career Rank of the Character he is fighting, but can do certain things a little better than him/her. 
Each Combat Round roll a d6: 


1-2: Obtains a +1 to Dodge 
3-4: Obtains a +1 when Attacking 
5-6: Can Re-roll a result of 1 ona d6 


If YVEN is facing multiple Characters, he will obtain the highest stats from everyone and his HEALTH is increased by 3. 

YEN has the same Career Rank of his opponents, but is considered to be one Career Rank higher for those Spells and Effects which could be 
influenced from such detail. 

YEN can, Twice per Combat, Re-roll a result when trying to Dodge an Attack from Characters unless they are BLUE BLOOD or NOBLES too or they are 
actual KNIGHTS. 


BLUE ARMOR: 
This ARMOR grants the same number of Armor Points as one used by a Creature within 8 Squares plus 1. 
If multiple Creatures are within that range, the ARMOR will copy the highest one. 


GOLDEN SPEAR: 
This weapon has a REACH of 3, but can extend its reach up to 6, suffering a -1 to hit for every additional square after the third. 
This weapon can also hit over Medium-sized Creatures. 


EDDING KNIGHT (Human, Competent) 


A Wedding Knight is usually the only heir of a lower Noble Family who is trying to wed a Princess to raise the prestige of his Family Name. 


The Wedding Knight will appear as a Rival if the Knight is rescuing a BRINGESS with a Wealth of 3 or higher or when trying to rescue any HUMAN 
Princess. 


HEALTH Attack Damage Type 
ATTACK STEEL BASTARD SWORD 2 SLASHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 3 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS Gentleman 


FEATS: Armor Proficiency (Medium), Blue Blood, Civilized, Combat Awareness, Defensive Awareness, Improved Initiative, Quick Reflexes, 
Spin Attack, Weapon Proficiency (Bastard Sword) 

SKILLS: Climb +2, Diplomacy +2, Knowledge (Common) +2, Knowledge (Nobility) +3, Library Use +1, Listen +2, Perform (Serenade) +3, 
Persuade +2, Spot +2 

EQUIPMENT: Metallic Helmet, Steel Bastard Sword, Steel Medium Armor, Wedding Ring, 3d6+3 GC 


WEDDING RING: 
This Item is used by the Knight to obtain a +1 when trying to Charm a BRINGESS with one of the following FEATS or RACE: 


BLUE BLOOD 
CIVILIZED 
DWARF 

ELF 

HUMAN 
NOBLE 
PLEBEIAN 


Only has effect on Princesses that can comprehend the concepts of Wedding and Marriage. Has no effect on DROWS and DUERGARS. Count as RING. 


": EQSSE5 AND Mini-EOSSE5 


mint &OS55 BOSS 
BROOD MOTHER AMAZON GRILLER 
DIRE OOZE BANSHEE BRIDE 
DISPLACER BEAST BLAZING HELLHOUND MISTRESS 
FROST GOLEM CHIMERA 
GOLDEN CALF DRAGON GOLEM 
GOLEM MKIll HEADLESS HORSEMAN 
MANTICORE SLIME DRAGON 
STYGIAN BEHOLDER ZOMBIE DRAGON 
ZOMBIE HORDE MASTER 


MINI-BOSSES LIST 


BROODMOTHER (Insect) 


The Broodmother is a monstrous spider that is capable of laying an incredible amount of eggs and guards them fiercely. 
Broodmothers are rare and often infest abandoned ruins, caves, or dark forests as long as the surrounding is rich with the needed fauna or other creatures that will 
provide enough food for her and her beloved brood. 


A BROODMOTHER is always encountered at any time with her brood of 2d3 SPIDERLINGS during BHASE 1 or 2d3 SPIDERS during PHASE 2, which all hatched 
from her Eggs. 


HEALTH Attack Damage Type 
ATTACK BITE 2 PIERCING 
BODY 
AGILITY FRONTAL LEG IMPALING 
MIND 
WILL 


MAGIC POINTS | 6 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Broodmother, Darkvision, Defensive Awareness, Insect, Large, Scent, Spider Movement, Tough Skin Il, Venomous Bite, Webs 
SKILL: Listen +1, Spot +1 


BROODMOTHER: 
All the SPIDERS hatched from a BROODMOTHER'S EGGS within 3 Squares from her will increase their MOVEMENT and INITIATIVE value by 1. 


DIRE OOZE (Slime) 


A Dire Ooze is created when a simple ooze engulfs too much arcane waste left unchecked by wizards or as the result of forbidden experiments. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK PSEUDOPODE +3 - 1 ACID 
BODY 

AGILITY 
MIND 
WILL 


MAGIC POINTS INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Adherent, Arcane Reserve, Blind Sight (Arcane), Large, Mitosis, Resistance to Bludgeoning (1), Resistance to Arcane (1), Slime 
SKILL: Listen +1 


MITOSIS: 

When the DIRE 00ZE'S HEALTH is reduced to 0 or less, the Creature will divide herself into two Medium-sized 00ZES instead, who will divide into other 2 
SMALL 00ZES when their health reaches 0. A Medium-sized DIRE 00ZE reduces its ATTACK and BODY by 1, increases its INITIATIVE and Dodge by 1, and has 6 
HEALTH. A SMALL DIRE 00ZE reduces its ATTACK and BODY by 1, increases his AGILITY and INITIATIVE by 1, has 3 HEALTH, and obtains the SMALL FEAT. 

Every time a MITOSIS occurs, Roll a separate INITIATIVE for the new 00ZES, who will then share it. 


DISPLACER BEAST (Beast) 


HEALTH Attack Type 

ATTACK APPENDIX BLUDGEONING 
BODY 

AGILITY PIERCING 
MIND 
WILL CLAWS +3/+3 | 6+ 1 SHREDDING 


MAGIC POINTS | 18 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 1 MOVE. 5 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambidexterity, Arcane Reserve, Appendix, Blur, Combat Awareness, Critical Hit (Bite), Darkvision, Defensive Awareness, Fear, 
Large, Resistance to Arcane (1), Scent, Track, Wild 
SKILLS: Climb +3, Hide +3, Jump +4, Listen +3, Sneak +4, Spot +2, Tracking +3 


APPENDIX: 
Instead of performing attacks with his BITE or CLAW, the DISPLACER BEAST can perform two Attacks with his appendix by spending 2 Actions. 
An APPENDIX has a Reach of 3. 


BLUR: 

DISPLACER BEASTS have the natural ability to produce sort of illusory copies of themselves or to became blurred and hard to hit. 
A DISPLACER BEAST has a Concealment of 5+, which is increased to 4+ during Night. 

Creatures who are trying to Spot a Hidden DISPLACER BEAST during Night will suffer a -1 to their Roll. 


FROST GOLEM (Construct, Elemental) 


HEALTH Attack Type 
ATTACK SLAM CRUSHING 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 10 INIT. | +4 BLOCK / DODGE -/+1 | | ARMORP. | 13 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Breath Attack (Cold), Construct, Darkvision, Elemental, Immunity to Cold, Large, Vulnerable to Fire (1) 
SKILLS: Listen +1, Spot +1 


OLDEN CALF (Devil, Advanced) 


At a first glance, a Golden Calf looks like a very tall and muscular man with golden skin, which is wearing a mask representing a Bull’s Head. 
To a more accurate examination tho, it is clear that something is wrong with this creature which also has a long tail similar to a lion’s one and other sinister details. 


Golden Calf are Devils which tempt the faithful of a religion to change their mind and embrace a different ideology or to simply question their beliefs, insinuating 
doubts and lies. 


HEALTH Attack Damage Type 
ATTACK GLAIVE 1 UNHOLY 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 1 MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Exotic Appearance 


FEATS: Act of Faith, Athletic, Benediction, Brawler, Clerical Inspiration, Civilized, Combat Awareness, Critical Hit (Glaive), Darkvision, 
Defensive Awareness, Inspiring Fervor, Large, Smite (Pure), Tough, Tough Skin, Weapon Proficiency (Polearms) 

SKILLS: Bargain +3, Bluff +3, Intimidate +4, Knowledge (Common) +3, Knowledge (Religion) +3, Listen +2, Persuade +3, Spot +3 
EQUIPMENT: Exotic Trinkets, Glaive, Golden Helmet, Simple Clothes 


INSPIRING FERVOR: 

Cultists within 6 Squares from a GOLDEN CALF, can Re-roll a result of 1 when Attacking, Once per Combat. 

Cultists within 6 Squares from a GOLDEN CALF, can Re-roll a result of 1 when performing their first Fear or Terror Check. 
Notice that only Cultists which follow the same Religion the GOLDEN CALF is dedicated to will gain these benefits. 


GOLEM MKIIl (Construct) 


An improved version of the Mk II. This one has been reinforced with steel plates. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK SLAM +3/+3 | 5+ 1 CRUSHING 
BODY 


AGILITY +3 CRUSHING 
MIND 


WILL 


MAGIC POINTS | 10 INIT. ) +1 BLOCK / DODGE +3/+1 | | ARMORP. | 12 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Ambidexterity, Arcane Reserve, Construct, Critical Hit (Slam), Large, Resistance to Elemental Damage (1), Resistance to Piercing 
(1), Steel Plate 


SKILL: Listen +2 


MANTICORE (Mythological) 


HEALTH Attack Type 

ATTACK BITE SHREDDING 
BODY 

AGILITY SLASHING 
MIND 
WILL SCORPION TAIL +3 6+ IMPALING 


MAGIC POINTS | 10 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 2 MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Neutral 


FEATS: Brawler, Critical Hit (Claw), Defensive Awareness, Fear, Fly, Improved Initiative, Large, Quick, Scent, Scorpion Tail, Tough Skin Il, 
Wild 
SKILLS: Climb +3, Jump +3, Listen +2, Sneak +3, Spot +2 


MIMIC DEVOURER (Shapeshifter) 


The largest and fiercest of Mimics, a Mimic Devourer is created by the MIME BRINGESS herself... or perhaps it's the Mimic Devourer who generates the Princess, 
who knows. A Mimic Devourer is a fierce predator that is able to swallow even an entire cow with a single bite, but is also able to shred his enemies with his claws. 


HEALTH Attack Mod | Crit | Damage Type 

ATTACK BITE - 6+ 2 SHREDDING 
BODY 

AGILITY SLASHING 
MIND 
WILL 


MAGIC POINTS | 1 INIT. | +2 BLOCK / DODGE +3/+1 | | ARMOR P. 5 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS None 


FEATS: Blind Sight (Arcane), Critical Hit (Claw), Devouring Maw, Gobble Up, Immunity to Mind, Large, Mimic, Slender Arms, Sticky Tongue 


DEVOURING MAW: 
If the MIMIC DEVOURER is able to GOBBLE UP a LARGE Creature or smaller in his mouth, he will automatically deal 2 Shredding Damage. 
If the MIMIC DEVOURER obtains a result of 5+ on a d6, the Creature suffers 3 Damages instead. 


GOBBLE UP: 
If a MIMIC DEVOURER starts his turn with a Creature held in his STICKY TONGUE within 1 Square, he will automatically GOBBLE IT in his mouth. 
If the MIMIC DEVOURER suffers Damage while chewing a Creature, he will spit it out on his successive Combat Round. 


SLENDER ARMS: 

The MIMIC DEVOURER is able to grow up to three horribly long arms that end with sharp claws. 
He can perform up to 3 Attacks per Round, which have a REACH of 5. 

He is also able to use them to BLOCK incoming attacks. 


STICKY TONGUE: 
The MIMIC DEVOURER can use his tongue to try and grab a creature within 6 Squares by spending 1 Action. 
If he successfully grabs his opponent, he can then pull it towards his mouth by 1 square each time he manages to win a Counter Body Check. 


TYGIAN BEHOLDER (Eldritch) 
The Stygian beholder is the larger and stronger version of a Stygian Sphere. Beholders have a larger central eye, a mouth filled with small teeth, and a long tongue 
which they use to sense the use of magic in the same way snakes taste the scent of their prey. 
Even though the beholders still have smaller tentacles, like the lesser spheres had, they do not use them very much and they become weaker and shorter. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK BITE +1 - 2 SLASHING 
BODY 
AGILITY BEAM ATTACK ARCANE 
MIND 
WILL 


MAGIC POINTS | 26 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Beam Attack (Arcane), Beholder, Defensive Awareness, Eldritch, Eye of the Beholder, Improved Initiative, Large, 
Levitate, Seeker, Sentinel 
SKILLS: Listen +2, Spot +5 


BEHOLDER: 

STYGIAN BEHOLDERS posses a number of minor eyes which can use to perform different BEAM ATTACKS. 

Every Combat Round, a STYGIAN BEHOLDER can perform 1d3+2 BEAMATTACKS which can be directed against the same target or different ones, by 
spending 2 Actions. He can instead fire only 2 BEAMATTACKS against different Creatures by spending 1 Action. 


EYE OF THE BEHOLDER: 

The central eye of a STYGIAN BEHOLDER emits a strange anti-magic field which inflicts a -3 when a Spellcaster within 10 Squares tries to Roll fora 
Casting Value. 

Spells without a casting value are negated with a roll of 5+ on a d6, which is increased to 4+ if they are within 5 squares of the BEHOLDER. 

The Eye also allows the BEHOLDER to Spot any Hidden creature with the MAGIC USER or LUSTFUL CREATURE FEAT or those who are carrying at least 2 ENCHANTED 
ITEMS (DOWRIES counts as ENCHANTED ITEMS) within 4 Squares from the BEHOLDER. 

Notice that FEATS which substitute the MAGIC USER FEAT still count. 


ZOMBIE HORDE MASTER (Undead) 


HEALTH Attack Type 

ATTACK BITE NECROTIC 
BODY 

AGILITY SHREDDING 
MIND 
WILL CLAW +3 6+ 2 SHREDDING 


MAGIC POINTS | 12 INT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 0 MOVE. 6 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Ambidexterity, Brain Dead, Brawler, Combat Awareness, Critical Hit (Bite), Darkvision, Defensive Awareness, Horde Howl, Horde 
Master, Improved Initiative, Quick, Raise Zombie, The Hunger, Track, Undead, Zombie, Zombie Runner 
SKILLS: Climb +3, Jump +3, Listen +3, Spot +3, Tracking +3 


HORDE HOWL: 

Once every 1d3 hours, the ZOMBIE HORDE MASTER can emit a powerful howl. 

All ZOMBIES within 50 Squares are able to hear the howl and will then move toward the location it was emitted from as fast as they can. 
Notice that if there is something that can block or almost reduce the sound, the ZOMBIES will not be able to hear it. 


HORDE MASTER: 

When a ZOMBIE HORDE MASTER slays a Creature of the same SIZE or smaller, it can raise it as a ZOMBIE of the same size within 1d3 Rounds. 
Even if a ZOMBIE HORDE MASTER can raise up to 100 ZOMBIES, he can only directly control the 5 closest ZOMBIES. 

ZOMBIE PRINGESS can control the first 10 closest ZOMBIES instead. 

A ZOMBIE HORDE MASTER counts as 2 ZOMBIES when other ZOMBIES are attacking the same Creature. 

All ZOMBIES within 4 Squares will increase their MOVEMENT value by 1. 


RAISE ZOMBIE: 

Any Creature Killed by a ZOMBIE Creature within 4 Squares from the HORDE MASTER will be Raised as ZOMBIE within 1d3+1 Rounds. 
The Creature maintains its Characteristics, which will be reduced by 1 (HEALTH minimum will be 1), while the Creature's MIND will be 
set to 0. 

The Creature obtains the CRITICAL HIT (BITE) and UNARMED COMBAT FEAT, unless it already has it or it has NATURAL WEAPONS. 

If the Creature is able to FLY, it will reduce its Flight movement by half. 

This FEAT has no effect on ANGELS, CONSTRUCTS, DEMONS, DEVILS, ELDRITCH, ELEMENTALS, PLANTS, SLIMES, and UNDEADS. 


LIST OF BOSSES 


AMAZON GRILLER (Giant, Expert) 


Amazon Grillers are skilled huntresses with a peculiar obsession with fire and cooking grilled meat to the point that, in the past, they were able to find and hunt 
down the P'orcs so well that they were hired by the HUMAN QUEEN when her lust for their meat reached obsessive levels of insanity. Unfortunately, when the last 
P'Orcs left by the DRAGON PRINEESS" hunger were eaten by both the Amazons and the Queen, the Grillers, as they named themselves, were still craving for flesh 
who's taste is similar to the P'Orcs’. 


HEALTH Attack Damage Type 

ATTACK LARGE MEAT MALLET 2 CRUSHING 
BODY 

AGILITY SCORCHING SKEWER 
MIND 
WILL 


MAGIC POINTS | 12 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 1 MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Exotic Appearance, Thicc 


FEATS: Ambidexterity, Athletic, Brawler, Combat Awareness, Critical Hit (Skewer), Defensive Awareness, Fear, Gobble Meat, Improved 
Initiative, Large, Resistance to Fire (3), Savage, Scent, Tough Skin, Track, Wild 

SKILLS: Climb +3, Cooking (Meat) +4, Hide +4, Intimidate +3, Jump +3, Tracking +3, Sneak +3, Spot +3, Survival (Jungle) +4 

EQUIPMENT: Chunk of Raw Meat (x3), Large Meat Mallet, Scorching Skewer, Skull Helmet, Tribal Trinkets 


GOBBLE MEAT: 

An AMAZON GRILLER can devour a chunk of meat by spending 1 Action. 

If the meat is raw she recovers 1 HEALTH, while if cooked she recovers 2. 
This skill can be used every 1d3+1 Combat Rounds. 


BANSHEE BRIDE (Undead) 


It is said that once upon a time, there was a beautiful woman who fell in love with a handsome Knight. The tale of their love is still well known. 

Since her father wasn't happy for their union, he forced the Knight to perform difficult tasks for her. The Knight fought hard and for a long time to finally be able to 
marry his beloved and in the end he managed to finally obtain her father's approval. Festivities and celebrations were made and people from everywhere came to 
assist with the wedding. 

Sadly, the common tales of such story usually end here, since the truth was so horrible that it was then deleted from the records and those bards who knew the 
truth simply refused to tell it or where executed without warning. 

Even so, after centuries have past, it is told that during the day of the wedding, the beloved bride was horribly murdered by a figure simply called “The Butcher’. 
Her bloody remains were discovered by the father who died of sorrow after months of mourning. 

Now that their ancient mansion has been abandoned for a very long time, it's said that, in those nights where the moon fully shines in the sky, it's still possible to 
hear the desperate cry of a young woman within the haunted walls of such place, and those foolish adventurers who dared to investigate have disappeared forever. 


The BANSHEE BRIDE is a BESS that can be encountered when trying to obtain the BRIDE'S VEIL QUEST ITEM, 
from GHOST PRINCESS. 
Still, a GM can decide to use her in other occasions, but she won't have the QUEST ITEM with her. 


HEALTH 
ATTACK 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 26 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. 


ALIGNMENT EVIL MORALITY PURE TRAITS Romantic 


FEATS: Arcane Reserve, Civilized, Darkvision, Defensive Awareness, Ethereal, Fear, 
Improved Initiative, Heart of Sorrow, Levitate, Noble, Quick, Undead, Wail 

SKILLS: Listen +2, Spot +2 

EQUIPMENT: Bride's Veil, Wedding Gown (Torn) 


HEART OF SORROW: 

The BANSHEE BRIDE'S weak spot is her bleeding heart and the only way to give her eternal rest is by either destroying it or completely healing it. 
Even if the BANSHEE BRIDE is considered EVIL, GO0D Knights and COMPANIONS can't use the SMITE (EVIL) FEAT on her due to the injustice of such action. 

If the heart is not destroyed when she reaches 0 HEALTH she will return at full HEALTH within 1d3 Combat Rounds. 

The HEART is exposed only when she WAILS and can suffer damage only once, since she briefly disappear after suffering damage. 

When the BANSHEE disappears, she reappears after 1d3 Rounds and within 8 Squares from where she suffered damage and must immediately 
use her WAIL FEAT. 

The HEART is considered to have an ARMOR of 6 and a Dodge modifier of +4, which is reduced to +3 against sources that inflict Holy or Radiant 
Damage. When the HEART'S ARMOR reaches 0, it's destroyed and the BANSHEE will emit a piercing WAIL then disappear forever. 

If the HEART is healed to up the same amount, the BANSHEE will disappear briefly, then reappear as her original form to thank the Knight and reward 
him with the BRIDE'S BOUQET instead of the BRIDE'S VEIL. 


NEW DOWRY: BRIDE'S BOUQUET 

This gorgeous set of flowers enveloped in a small cone of paper is made with the most rare and bright flowers that can be found. 

This item can be gifted to any Princess who comprehends the meaning of a wedding, immediately increasing her AFFECTION by 1 since it counts as 
a wedding proposal. 

This item also allows the Knight to wed even NOBLE Princesses without being NOBLE or BLUEBLOOD, since the item itself is a symbol of nobility. 

A Princess who accepts this item also immediately increases her POWER by 1 thanks to the influence granted from it. 

If gifted to INSEET, BLANT, or WANDERER Princess, they will still accept it not for the meaning but only for the beautiful flowers. 


BLAZING HELLHOUND MISTRESS (Beastfolk, Expert) 


While the Blazing Hellhounds are loyal servant to the forces of evil, the Blazing Hellhound Mistresses are those who show some potential among their sisters. 
Stronger and smarter, they quickly become the leader of the pack they are assigned, ruling with fierce discipline and brutal determination. 
They are able to speak fluently and even read if it has been taught to them, while their other sisters simply don't care about reading at all. 


HEALTH Attack Mod | Crit | Damage Type 


ATTACK BREATH ATTACK +3 - 3 FIRE 


BODY 
AGILITY HELLISH HALBERD ARCANE 


MIND 
WILL 


MAGIC POINTS | 14 INIT. | +4 BLOCK / DODGE -/+4 | | ARMOR P. 4 


ALIGNMENT EVIL MORALITY PURE TRAITS Good Girl 


FEATS: Armor Proficiency (Heavy), Athletic, Brawler, Breath Attack (Fire), Civilized, Cleave, Critical Hit (Halberd), Defensive Awareness, 


Evil, Large, Lawful, Power Attack, Quick, Scent, Tough Skin, Track 
SKILLS: Climb +3, Intimidate +4, Knowledge (Common) +4, Knowledge (Law) +5, Listen +4, Search +3, Spot +4, Tracking +4 


EQUIPMENT: Hellish Halberd (Counts as Enchanted), Gladiatorial Armor (Heavy, Enchanted) 


CHIMERA (Mythological) 


HEALTH Attack Type 

ATTACK BITE +3 SHREDDING 
BODY CLAW +3 SHREDDING 

AGILITY FIRE BREATH +3 FIRE 
MIND HEADBUTT +3 CRUSHING 
WILL SNAKE HEAD +3 PIERCING 


MAGIC POINTS INIT. BLOCK / DODGE | | ARMOR P. MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Brawler, Breath Attack (Fire), Charge, Combat Awareness, Critical Hit (Claw), Defensive Awareness, Fear, Fly, Improved Initiative, 
Large, Tough Skin Ill, Track, Scent, Snake Tail, Wild 
SKILLS: Jump +4, Listen +2, Spot +2 


SNAKE TAIL: 


The tail of a CHIMERA has the shape of a Snake and can perform a Single Attack against those situated on the sides or behind the CHIMERA. 
The SNAKE TAIL has a REACH of 2 and the VENOMOUS BITE FEAT. 


DRAGON GOLEM (Construct) 


HEALTH Attack Type 

ATTACK BEAM ATTACK ARCANE 
BODY BITE SHREDDING 

AGILITY CLAW SHREDDING 
MIND TAIL SLAM CRUSHING 
WILL 


MAGIC POINTS | 50 INT. | +3 BLOCK / DODGE +3/+2 | | ARMORP. | 26 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Arcane Reserve, Beam Attack, Blind Sight (Arcane), Darkvision, Construct, Critical Hit (Claw), Dragon-Size, Improved Initiative, 
Steel Plate, Tail Slam, Terror 
SKILL: Listen +1 


EADLESS HORSEMAN (Undead, Advanced) 


When a Dullahan is slain by destroying his detached head, in certain rare occasion he can raise again as a Headless Horseman after a year. 
These bloody creatures are cursed to roam the countryside on their Spectral Steeds, seeking for a new head while claiming those of the living. 


HEALTH Attack Mod | Crit | Damage Type 
ATTACK DUAL WEILDING +4/+3 | 6+ 2 ARCANE 
BODY 
AGILITY ENCHANTED HATCHET ARCANE 
MIND 
WILL ENCHANTED LONG SWORD +4 6+ 2 ARCANE 


MAGIC POINTS | 10 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 4 MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Headless 


FEATS: Ambidexterity, Blind Sight (Arcane), Brawler, Charge, Civilized, Combat Awareness, Cleave, Critical Hit (Hatchet), Critical Hit (Long 
Sword), Darkvision, Defensive Awareness, Fallen Noble, Fey, Head Taker, Headless, Rapid Reaction, Ride (Spectral Steed), Spin Attack, 
Terror, Track, Undead 

SKILLS: Climb +4, Jump +4, Knowledge (Common) +3, Listen +2, Ride +4, Spot +2, Tracking +3 

EQUIPMENT: Enchanted Hatchet, Enchanted Long Sword, Heavy Armor. 

If riding a Spectral Steed, the Steed is considered wearing a Medium Armor. 


HEAD TAKER: 
The CRITICAL HIT FEAT is increased at 4+ against humanoid Creatures which are not wearing any protective HEADGEAR. 
If the HEADLESS HORSEMAN manages to slay a Creature by doing so, he recovers 3 HEALTH lost. 


HEADLESS: 
A HEADLESS HORSEMANN is Immune to any Mind-affecting Spell or similar effects. 
He is also Immune to any MORALE, FEAR and TERROR Check. 


HELLHOUND TYRANT (Beastfolk, Expert) 


HEALTH Attack Type 
ATTACK INFERNAL SWORD UNHOLY 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 18 INT. | +3 BLOCK / DODGE -/+3 | | ARMOR P. 4 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Warm Voice 


FEATS: Act of Faith, Armor Proficiency (Heavy), Benediction, Charge, Civilized, Cleave, Clerical Inspiration, Combat Awareness, Critical 
Hit (Two Handed Sword), Darkvision, Defensive Awareness, Doom, Large, Lawful, Noble, Smite (Good) 

SKILLS: Climb +4, Intimidate +4, Jump +4, Knowledge (Common) +3, Knowledge (Law) +5, Knowledge (Religion) +5, Listen +4, Persuade 
+4, Search +3, Spot +4 

EQUIPMENT: Steel Heavy Armor 


SKELETAL CAPTAIN (Undead, Expert) 


HEALTH Attack Type 
ATTACK CURSED SABRE UNHOLY 
BODY 
AGILITY HEADBUTT CRUSHING 
MIND 
WILL 


MAGIC POINTS we | +4 | | Block/oonce|  -/+3 | | ARMOR 0 


ALIGNMENT MORALITY | CORRUPTED TRAITS Rude 


FEATS: Athletic, Brawler, Charge, Combat Awareness, Criminal, Defensive Awareness, Improved Initiative, Plebeian, Quick, Quick 
Reflexes, Spin Attack, Undead 

SKILLS: Climb +3, Jump +4, Knowledge (Common) +3, Knowledge (Seafaring) +3, Intimidate +4, Listen +2, Search +3, Spot +2, Swim +4 
EQUIPMENT: Captain's Hat, Cursed Sabre (Enchanted), 4d6+15 GC 


SLIME DRAGON (Slime) 

A Slime Dragon is a rare creature obtained when a group of Slimes manages to eat the corpse of a dead dragon, to the point that they merge into a single gigantic 
creature. A Slime Dragon keeps the skulls and a part of the spinal of the deceased dragon, while being able to spew acid and extend its pseudopodes far enough 
to resemble tentacles. 


HEALTH | 30 Damage Type 

ATTACK 2 CRUSHING 
BODY 

AGILITY TENTACLES CRUSHING 
MIND 
WILL TENTACLE +3 6+ 2 CRUSHING 


MAGIC POINTS | 1 INIT. | +2 BLOCK / DODGE -/+1 | | ARMOR P. 0 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Adherent, Brawler, Blind Sight (Arcane), Combat Awareness, Darkvision, Defensive Awareness, Dragon-Size, Engulf, Improved 
Grab, Improved Initiative, Resistance to Electrical (1), Resistance to Physical Damage (2), Scent, Slime, Spew Acid, Tentacles, Terror, 
Vulnerable to Cold (3), Vulnerable to Necrotic (1) 

SKILLS: Listen +2, Spot +1 


SPIT ACID: 
A SLIME DRAGON can SPITACID the same way a Creature of it’s same size uses a BREATH ATTACK, Once every 2d3 Combat Rounds. 
The type of damage dealt is ACID. 


PECTRAL COMMODORE (Undead, Expert) 


HEALTH Attack Type 
ATTACK SPECTRAL RAPIER ARCANE 
BODY 
AGILITY 
MIND 
WILL 


MAGIC POINTS | 14 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. 0 


ALIGNMENT | NEUTRAL MORALITY PURE TRAITS Gentleman 


FEATS: Darting Steel, Defensive Awareness, Charge, Civilized, Combat Awareness, Critical Hit (Rapier), Ethereal, Noble, Improved 
Initiative, Lawful, Levitate, Pure, Undead 


SKILLS: Diplomacy +3, Intimidate +3, Jump +3, Knowledge (Common) +4, Knowledge (Law) +4, Knowledge (Nobility) +4, Knowledge 
(Seafaring) +5, Persuade +4, Sense Motive +3, Swim +4 
EQUIPMENT: Spectral Rapier (Enchanted), 4d6+15 Coins 


TUSKENAHTEN (Beast) 


This strange creature reminds a sort of gigantic and man-eating walrus. 


HEALTH 6 Attack Mod | Crit Type 
ATTACK 3 MAW +3 5+ IMPALING 
BODY 5 
AGILITY 1 
1 

4 


MIND 
WILL 


MAGIC POINTS | 10 INIT. | +2 BLOCK / DODGE -/+1 | | ARMOR P. 2 


ALIGNMENT | NEUTRAL MORALITY | NEUTRAL TRAITS None 


FEATS: Breath Underwater, Darkvision, Huge, Impressive Maw, Improved Initiative, Resistance to Cold (4), Resistance to Piercing (1), 
Swimming Speed (3), Terror, Tough Skin Il, Track, Wild 
SKILLS: Listen +2, Spot +2, Survival (Glaciers) +3 


VAMPIRE LORD (Undead, Expert) 


Vampire Lords are extremely powerful beings which rule their lands with an iron grip. Still, they well know to not raise too much attention on themselves since it 
could cause an annoying increase of adventurers and witch hunters trying to put an end to their un-death. Most of them prefers to live in isolated regions, allowing 
their subjects to live and prosper while feeding on the criminals and prisoners of war of those foolish enough to march against their feud. Some Vampire Lords are 
even vassal of Kings but only by being very far from their rulers, to not raise any suspicion, mostly within the most troublesome borders just to be sure to always be 
necessary for the safety of the realm and to never be questioned about their isolated behaviors. The VAMPIRE PRINCESS often visits such lords from time to time, 
mostly for being able to stay in a relatively safe place among her kin, while still keeping an eye on those which could try to usurp her title or plot against her. 


HEALTH | 20 Attack Mod | Crit | Damage Type 
ATTACK ENCHANTED LONG SWORD +4/+3 | 6+ 2 ARCANE 
BODY 
AGILITY ENCHANTED LONG SWORD ARCANE 
MIND 
WILL 


MAGIC POINTS | 16 INIT. | +5 BLOCK / DODGE +3/+4 | | ARMOR P. 5 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Armor Proficiency (Heavy), Athletic, Brawler, Civilized, Combat Awareness, Cleave, Critical Hit (Long Sword), Darkvision, 
Defensive Awareness, Extra Attack, Improved Initiative, Noble, Power Attack, Press the Attack, Quick, Quick Reflexes, Shield 
Proficiency, Terror, Undead, Vampiric Bite, Vampirism 

SKILLS: Bluff +4, Climb +4, Intimidate +4, Jump +4, Knowledge (Nobility) +4, Knowledge (Occultism) +4, Listen +4, Persuade +4, Spot +4 
EQUIPMENT: Enchanted Heavy Armor, 4d6+16 GC 


ZOMBIE DRAGON (Undead) 


In ancient times there where a group of necromancers which where studying a way to reanimate slain Dragons to obey their will. After centuries of studies, they 
managed to successfully create such blaspheme ritual and to perform it on a freshly slain dragon. Unfortunately, the new abomination was too strong for the 
necromancers to be controlled, and with a single breath of necrotic energies, the Necromancers where killed and successfully reanimated as Zombies. 


HEALTH | 40 Attack Mod | Crit | Damage Type 

ATTACK BREATH ATTACK +3 - 4 NECROTIC 
BODY 

AGILITY SHREDDING 
MIND 
WILL CLAW +3 6+ 3 SHREDDING 


MAGIC POINTS | 20 INIT. ) +1 BLOCK / DODGE -/+1 | | ARMOR P. 5 MOVE. 5 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS None 


FEATS: Arcane Reserve, Brain Dead, Brawler, Breath Attack, Combat Awareness, Critical Hit (Bite), Darkvision, Defensive Awareness, 
Dragon-Size, Necrotic Breath, Raise Zombie, Resistance to Impaling (1), Resistance to Piercing (1), Tear to Pieces, Terror, The Hunger, 
Undead, Zombie 

SKILLS: Listen +1, Spot +1 


RAISE ZOMBIE: 

Any Creature Killed by a ZOMBIE Creature within 4 Squares from the ZOMBIE DRAGON (even by the DRAGON itself) will be Raised as ZOMBIE 
within 1d3+1 Rounds. The Creature maintains its Characteristics, which will be reduced by 1 (HEALTH minimum will be 1), while 
the Creature's MIND will be set to 0. The Creature obtains the CRITICAL HIT (BITE) and UNARMED COMBAT FEAT, unless it already has it or it has 
NATURAL WEAPONS. If the Creature is able to FLY, it will reduce its Flight movement by half. 

This FEAT has no effect on ANGELS, CONSTRUCTS, DEMONS, DEVILS, ELDRITCH, ELEMENTALS, PLANTS, SLIMES, and UNDEADS. 

The ZOMBIES raised by the ZOMBIE DRAGON or by other ZOMBIES raised by him will never attack the ZOMBIE DRAGON itself. 


DRAGON PRINCESS 1 (Dragon, Advanced) 


The Youngest of the Dragon Sisters, she absolutely adores eating both meat and her hoard. Not particularly smart, she can get upset quite easily and without 
warning, but she can also be easily fooled for a while. It's told that she was the primary cause of the extinction of the P'Orc race when she discovered that they 
tasted quite delicious if flamed a little, so she started hunting and devouring almost all of them, growing her belly, flanks, and breasts while doing so since it seems 
their bones produce this effect on mammals, for some reason. When she later discovered that all the P'Orcs where gone thanks to the efforts of both the Human 
Queen and the Amazon Grillers, she realized she had developed her insane obsession for eating but had also obtained an interesting and voluptuous body shape. 
She is often very emotional which could cause her to eat to relieve her stress or sorrow, but most of the time she just sobs with a mouth half full of food for a while 
until her mood is restored to a more gleeful one (according to her point of view) which makes her the less complicated to talk with or at least parlay. 


HEALTH | 23 Attack Mod | Crit | Damage Type 
ATTACK BREATH ATTACK +3 - 4 FIRE 
BODY 


AGILITY SHREDDING 
MIND 


WILL TAIL SLAM +3 6+ CRUSHING 


MAGIC POINTS | 20 INIT. | +3 BLOCK / DODGE -/+2 | | ARMOR P. MOVE. 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Busty, Thicc 


FEATS: Arcane Reserve, Breath Attack (Fire), Corrupted, Defensive Awareness, Dragon, Dragon-Size, Fear, Gold Seeker, Immunity to Fire, 
Improved Initiative, Keen Eye, Noble, Ranged Awareness, Resistance to Bludgeoning (1), Savage, Scent, Tail Slam, Tough Skin Il 
SKILLS: Bargain +2, Intimidate +3, Knowledge (Common) +2, Knowledge (Nobility) +3, Listen +3, Search +3 


DRAGON PRINCESS 2 


Considered the smartest of the Dragon Sisters, she is actively trying to reach a Divine rank with foul rituals and sacrifices to her, while maintaining a false face of 
holiness and virtue. Her Dragon Cultists are even more loyal and zealous beyond fanaticism and thanks to this blind faith they are able to channel such devotion 
into divine acts of faith, to the point that some scholar started to doubt the real existence of Gods, theorizing that the true divine power is obtained by unconditioned 
faith in something greater. Nevertheless the azure Dragon princess spends her time reading from ancient tomes, studying forbidden rituals and gathering any 
source of power which could help her with her secret goal, but so far the Godhood seems to constantly slip through her claws like elusive water. 

While she is not really a violent one, her cold hard and sharp mind makes her an extremely dangerous foe, since she has spies everywhere and nothing could 
really escape from her gaze. She often sets up elaborate plans which at first seems to be not related only to reach a point where every little piece perfectly 
matches into a more grand machination. She was the one which managed to allow her younger sister to find the P’Orcs or which secretly pulled the strings which 
then ended with the fierce battle who broke the spirit of the green one. The only sister she could enjoy to talk with is the fourth, since at least has a good sense of 
style and manners but her arrogance always goes to her nerves fast if not properly handled like a spoiled brat. 


HEALTH | 22 Attack Mod | Crit | Damage Type 
ATTACK BREATH ATTACK +3 - 4 COLD 
BODY 
AGILITY SHREDDING 
MIND 
WILL 


MAGIC POINTS | 32 INIT. | +2 BLOCK / DODGE -/+2 | | ARMOR P. MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Arrogant, Short Sighted, Well Mannered 


FEATS: Act of Faith, Benediction, Breath Attack (Cold), Civilized, Clerical Inspiration, Darkvision, Dragon, Dragon-Size, Fear, Tough Skin, 
Immunity to Cold, Lawful, Noble, Scholar, Use Scroll 

SKILLS: Bluff +4, Diplomacy +3, Intimidate +4, Knowledge (Arcane) +5, Knowledge (Common) +5, Knowledge (History) +5, Knowledge 
(Law) +5, Knowledge (Myths and Legends) +5, Knowledge (Nobility) +5, Knowledge (Occultism) +5, Knowledge (Religion) +5, Library 
Use +5, Listen +3, Perform (Speechcraft) +4, Persuade +4, Sense Motive +5, Spot -2 


DRAGON PRINCESS 3 


During Ancient times, she was the most troublesome and fierce of the sisters, who enjoyed causing havoc and waging war against everything she would have 
found. Still, she learned the hard way that provoking too many kingdoms at once would result in an improbable alliance which almost managed to kill her. Even if 
she enjoyed such carnage to the extreme, she fought so hard and for so long that in the end she realized that she was going nowhere, so she pretended to be 
dead and disappeared. After long centuries of sleep, she recovered from all her injuries and the kingdoms she fought both arose then fell and almost everyone 
forgot about her except in the oldest legends. Now that the time has passed, she can be considered more mature and less prone to act without thinking. She still 
enjoys a good fight but also to observes others fight or go to war. Some seek her to be trained or to seek an advice about war, but she is still unpredictable and she 
could listen to them, ignore them, or simply smash them away if in a bad mood. She is also bothered by annoying Knights or Dragon Slayers which she usually 
deals with using her venomous breath, unless they demonstrate they are not just selfish, arrogant people, but warriors that know what they are doing. Usually 
relaying about Honor with her could simply fall on deaf ears, since War isn't about Honor but fighting, even if her definition of honor is very vague. 

Even if, according to some legends, she has trouble keeping her venomous breath at bay, she is actually capable of using it as other dragons can use their own 
and is a detail that usually gets her angry since it was probably the Youngest Dragon Princess who spread such rumors to mock her. 


HEALTH | 30 Attack Mod | Crit | Damage Type 

ATTACK BREATH ATTACK +4 - 4 ACID 
BODY CLAW +5 6+ 3 SHREDDING 

AGILITY DRAGON BLADE +6 5+ 3 SHREDDING 
MIND DRAGON BLADES 5+ 3 SHREDDING 
WILL TAIL SLAM +4 6+ 4 CRUSHING 


MAGIC POINTS | 26 INT. | +5 BLOCK / DODGE -/+4 | | ARMOR P. MOVE. 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS | Busty, Harsh, Missing Arm, Thicc, Visible Scar 


FEATS: Arcane Reserve, Ambidexterity, Armor Proficiency (Heavy), Breath Attack (Acid), Cleave, Combat Awareness, Critical Hit (Two 
Handed Sword), Defensive Awareness, Dragon, Dragon-Size, Immunity to Acid, Improved Initiative, Noble, Power Attack, Quick, Rapid 
Reaction, Sentinel, Tail Slam, Terror, Tough Skin Ill, Weapon Focus (Battle Axe), Weapon Focus (Long Sword), Weapon Focus (War 
Hammer), Weapon Proficiency (All) 

SKILLS: Climb +5, Intimidate +4, Jump +5, Knowledge (Common) +3, Knowledge (History) +3, Knowledge (Military) +5, Listen +3, Sense 
Motive +3, Spot +1, Swim +3 


DRAGON PRINCESS 4 


Arrogant and conceited beyond any reason, the fourth Dragon Princess is obsessed with beauty and arts while abhorring violence, dirt or any uncouth mannerism. 
She has a more morbid and slender shape than her other sisters and posses an alabaster and soft skin which doesn’t protect much against damage but is soft as 
silk at touch. Artists, Poets and musicians often seek her attention or appreciation for their works and often compete with each other just to show how they are 
worthy. Needless to say that all these attentions are greatly enjoyed to the spoiled dragoness, and the competition for her amuses (and often arouses) her greatly. 
She also known to host a great Jousting Tournament every 10 or 20 Years, where only the greatest or the most acclaimed by the nobility can participate, even if 
those without a noble origin but with an impeccable sense of style and fashion are allowed to participate. While the competition is brutal and without many rules, to 
the winner is conceded the honor to bask into her beauty for an entire day and night, becoming the Favorite One, which to some sounds mostly like a nickname for 
a precious doll or children toy rather than a true title. Unfortunately the dragon princess is often extremely jealous towards her Favorite One and many times she 
refused to separate from it, to the point to even killing it because she didn’t wanted that others could have what was supposed to be hers. 

Her gallery of Favorites of the Past is also well famous for the astonishing attention to details and exquisite reproduction of the exact size of those which are 
immortalized as statues, to the point that its hard to believe that they are made of stone. 


HEALTH | 19 Attack Mod | Crit | Damage Type 
ATTACK 1 CLAW +1 6+ 2 SHREDDING 
BODY 3 
AGILITY 3 SONIC SHRIEK 
1 
5 


MIND 
WILL 


MAGIC POINTS | 22 INIT. | +4 BLOCK / DODGE -/+3 | | ARMOR P. MOVE. 


ALIGNMENT EVIL MORALITY | CORRUPTED TRAITS Arrogant, Conceited, Well Mannered 


FEATS: Arcane Reserve, Civilized, Darkvision, Dragon-Size, Elemental Resistance (1), Improved Initiative, Noble, Performer, Quick, Sonic 
Shriek, Wail 
SKILLS: Bluff +4, Knowledge (Art) +3, Knowledge (Common) +3, Knowledge (Nobility) +4, Perform (Sing) +4, Persuade +4 


SONIC SHRIEK: 

Instead of a BREATH ATTACK, the fourth Dragon Princess can emit a sort of sonic blast with her voice. 

The SONIC SHRIEK follows the same rules of a breath attack, but is 3 Squares wide and only deals 3 Sonic Damages, which are doubled against 
CONSTRUCTS, Creatures made of ice, buildings and items. Fragile items will automatically shatter. Creatures struck by the shriek must perform a BODY 
Check or be Knocked Down. 


WAIL: 


Another supernatural ability of the fourth DRAGON BRINGESS is to emit a piercing WAIL Once Every 2d3 Combat Rounds. 
All Creatures within 8 Squares must perform a WILL Check or become STUNNED for 1d3 Combat Rounds. 

If they obtain a 1 on the Roll, they also suffer 1d3 Direct Psionic Damage. 

Has no effect on Creatures with a Mind value at 0, BANSHEES, CONSTRUCTS and PLANTS. 


DRAGON PRINCESS 5 


The fifth and more wild of the five BRAGHNM QUEENS daughters, is a creature which enjoys the thrill of the hunt above everything else, even then the satisfaction of 
killing the prey she was following, to the point that sometimes she spares those she hunts if they manage to survive long enough to entertain her, only to return 
soon or later. She is the less interested into her mother’s plans or anyone else plans but hers. She enjoys to swim deep into the ocean, hunting large sea monsters 
or whales since on land most of them are hidden away or have been already slain by those pesky lesser races. While she could enjoy to smash down buildings 
from time to time, she often also wanders around bored, ignoring lower lifeforms (IE: anything medium-sized or smaller) or simply messing around with their lives, 
like breaching through a dam, tearing down a windmill or swapping road signs. To her, only the strongest survives and might makes right so the overall nobility 
concept is quite odd to her even if she passively accepts her mother’s word since she know she can’t raise against her by herself. She enjoys spending time alone 
with the exception of skilled hunters which often dedicate their trophies to her to demonstrate their prowess. That’s why she doesn’t wear dresses but a jumble of 
different items she obtained or which where gifted to please her or to spare something important like a church, a wall or similar useless thing. 

She really hate her other sisters except for the third, which enjoys to have a brawl with from time to time, since she is more practical and strong, almost like her. 


HEALTH | 24 Attack Mod | Crit | Damage Type 
ATTACK BREATH ATTACK +4 - 4 ELECTRICAL 
BODY CLAW +4 6+ 2 SHREDDING 
AGILITY CLAWS +4 6+ 2 SHREDDING 
MIND MAW +4 5+ 4 SHREDDING 
3 CRUSHING 


WILL TAIL SLAM +3 6+ 


MAGIC POINTS | 22 INIT. | +4 BLOCK / DODGE -/+3 ARMOR P. 5 MOVE. 


ALIGNMENT | NEUTRAL MORALITY | CORRUPTED TRAITS Primal 


FEATS: Apex Predator, Arcane Reserve, Athletic, Breath Attack (Electrical), Breath Underwater, Corrupted, Darkvision, Defensive 
Awareness, Dragon-Size, Immunity to Electricity, Impressive Maw, Improved Initiative, Savage, Scent, Swimming Speed (6), Tail Slam, 
Terror, Tough Skin V, Tracking, Unbound, Wild 

SKILLS: Climb +5, Intimidate +5, Jump +4, Listen +5, Spot +2, Survival (Ocean) +4, Survival (Sea Shore) +4, Swim +4, Tracking +2 


APEX PREDATOR: 

DRAGON PRINGESS 5 can Re-roll a result of 1 when performing melee attacks, Once per Combat. 

If fighting against LARGE or bigger creatures, she can Re-roll up to 3 times per Combat instead of only Once. 

If she manages to hit a HUGE or bigger Creature with both of her Claw attacks, she will increase the chance of scoring a Critical Hit by 1 with her 
Maw attack during her next Combat Round. 


